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TAKE NO 

PRISONERS. 

OPERATION WOLF® FOR YOUR NINTENDO ENTERTAINMENT SYSTEM? 
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TAKE NO PRISONER 


The time has come for someone to 
teach the terrorists what terror is all 
' about. The only way to stop 
HP them is to get in, strike hard 
and get out fast. Terrorists be 
warned...Operation Wolf is comfpjtk 
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Now you can thrill to the 
world's best arcade game 
right on your Nintendo Enter¬ 
tainment System® Operation 
Wolf® takes you on a prisoner 
rescue mission you'll never 
forget. Mind-blowing arcade 
quality graphics put you 
behind enemy lines where 
you must destroy the terror¬ 
ists and save helpless prison¬ 
ers. One play and you'll know 
why it's the world's number 1 
arcade game. Operation Wolf® 
uses Nintendo Zapper® or 
standard controller. 

For more arcade quality fun 
at home, grab Taito's other 
action packed hits for the 
Nintendo Entertainment Sys¬ 
tem® Renegade T , M the fast 
paced street-style Karate 
brawl. Bubble Bobble T , M the 
totally addictive dinosaur 
delight. And coming soon, Sky 
Shark® the arcade's meanest, 
most explosive high-flying 
World War II air battle. 

TAITO 

THE ONLY GAME IN TOWN.™ 


(Nintendo) 


has evaluated the quality of these products. Licensed by Nintendo® for play on the Nintendo Entertainment System® Nintendo® Nintendo Zapper® 
and Nintendo Entertainment System® are trademarks of Nintendo of America Inc. Taito® Operation Wolf,® Renegade™ Sky Shark,® Bubble 


Bobble™ are trademarks of Taito America Corporation. Copyright © 1989 Taito America Corporation. All rights reserved. Ad by: Qually & Company, Inc. (Chicago). 
















Are¥>u 

Quick Enough For 
Mappy-Land? 



Mappy, the popular 
arcade character 
is back! 

Finally, you can take 
Mappy the arcade 
smash-hit, home for 
play on your Nintendo 
System? Introducing 
Mappy-Land? the 
game where Mappy 
the policeman takes 
you on four adven¬ 
tures through eight 
different stages. 

Fight your way 
past enemy Mukies. 
Search for secret 
entrances and exits. 


Learn to use fancy 
weapons. Win big 
bonus points. But 
you'll have to be light¬ 
ning quick to master 
this action-packed 
adventure! 


Don't miss these other 
adventures from Taxan? 

Taxan is a ® of T^xan USA Corporation. Nintendo 
and Nintendo Entertainment Systems are ® of 
Nintendo of America, Inc. Star Soldier is a tm and 
licensed from Hudson Soft. Mystery Quest is a 
tm and licensed from Carry Lab. Fist of the North 
Star is a tm and copyrighted by Bronson Tetsuo 
Hara/Shueisha Fuji TV. Toei Animation. 
Mappy-Land is a tm of and copyright protected 
by Namco Ltd. 
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Transform yourself into the Altered Beast. 
See page 38. 


Meet the Hero ot the Video Dimension. 
Seepage 18. 
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WIGHT! 

(FOR YOUR NINTENDO ENTER TAINMENTSYSTEM.), 


THESE ARE TWO HUNGRY D/NO-M/GHTS 
AND THEY'VE GOT BUBBLE E/GHT'N 
^ FUN DOWN TIGHT. You and your two 
brontosaurus buddies. Bub and Bob, 
% are up to your brows in bubble trou- 

b/es. You've got to battle battalions 
<^^B of bullies by blowing and bursting 
billions of bubbles. It's a fast-paced 
bubble banquet through 100 screens 
J of slap happy suds. Got an appetite for 
fun. ..then get blow in'. ^ 


Licensed by _ (Nintendo) 

Nintendo® for play on The | REV-A | EnTERTRinmcnT svsTerrv 


These are two hungry dino-\ 
mights and they've got bubble 
fight'n fun down tight. 

Bubble Bobble™ is totally 
addictive action. Computer 
Entertainer Magazine says* 
"it's impossible to resist... you 
want to play over and over 
again'.' Bubble Bobble™ has 
been Europe's HI game for 
over 3 months. You 7/ scramble 
through 100 screens of laughs 
as your brontosaurus buddies. 
Bub and Bob, blow you away 
with endless action. If you're 
lookin' for fun, these dudes are 
the ones. 

For more arcade quality fun 
at home, grab Taito's other 
action packed hits for the 
Nintendo Entertainment Sys¬ 
tem® Operation Wolf® the 
awesome prisoner rescue mis¬ 
sion and the world's number 1 
arcade game. Renegade™ the 
fast paced street-style Karate 
brawl. And coming soon, Sky 
Shark® the arcade's meanest 
air battle. 

TAiTO 

THE ONLY GAME IN TOWN.™ 


*fNir»Ienrlo) ^ as eva l uatec ^ the Quality of these products. Licensed by Nintendo® for play on the Nintendo Entertainment System® Nintendo® and Nintendo 
> * Entertainment System® are trademarks of Nintendo of America Inc. Taito® and Bubble Bobble™ Renegade™ Sky Shark® and Operation Wolf® 

are trademarks of Taito America Corporation. Copyright © 1989 Taito America Corporation. All rights reserved. Advertisement by: Qually & Company, Inc. (Chicago). 
















You Asked For It, You Got It. 


LeeAnne McDermott, Executive Editor 

Gamers, we promised to deliver quali¬ 
ty, so check out this issue! 

We’ve read your mail and listened 
to your phone calls and we’re striving 
to bring you the type of magazine 
you’re asking for. Inside the pages of 
this issue you’ll find MORE pre-release 
ProViews, MORE of the latest and 
greatest in tips and tactics, and loads 
of other hot features, some old and 
some new, to enhance your gaming. 

You’ll also find up-to-date news to 
keep you current with the exciting de¬ 
velopments in the video game indus¬ 
try. The new advanced game ma¬ 
chines are rolling out! GAMEPRO™ is 
working closely with people in the in¬ 
dustry to bring you the scoop on new 
games, technical developments, and 
all other aspects of this exciting new 
third generation of products. 

And for all you Sega readers, we 
think you’ll find that GAMEPRO is 


going to provide you with more cover¬ 
age on Sega games, new and old, as 
well as tips and tactics for you Sega 
gamers, than any other magazine on 
the market! We’re glad you're a part 
of the GAMEPRO team! 

What to look for in this issue! A 
sizzling look at a hot, new Overseas 
ProSpect. A peek at the new gaming 
machines that are ready to take 
America by storm, including some 
screen shots that really let you see the 
difference between the old and new 
generations of machines! Thirteen 
ProViews on the hottest new titles 
around for Nintendo, Sega and Atari 
players. Lots more pages of tips and 
tactics, or S.W.A.T. as we like to call it 
(Special Weapons and Tactics!). You’ll 
also see the winners of the first 
ProArtist series, and find out the 
theme for the next contest. So what 
are you waiting for? 

Press the START button and 
let’s get going... 
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ACTIVISION'S 
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SWEEPSTAKES 


Win a complete library 
of HOT Activision 
Nintendo® games 

No purchase necessary, 
just fill in the order form below. 

Enter me to WIN! 


Zip- 


)- 


Mail To: Excellent Nintendo Sweepstakes 
Dept. T-00110 
P.0. Box 8123 
San Francisco, CA 94128 
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learn HSU is on its way to a Cinderella 
s access story in the Soper Dodge Ball 


world champions, learn Dossia. Only yoo 
can lead the D.S. to victory over the 


Watch for details on the Soper Oodge Ball World Cop. 
It ’s coming soon to a city near yoo. 

Co-sponsored hy CSC Imagesoft toe and 
Sony • Corporation of America. 

SUPER DODGE BALI 


nowhere, this scrappy hunch of rookies the chance to crush the mighty Soviets. 


igeles, CA. CSG 
Inc SUPER DODGE 
ipon Corp. Nintendo" 


lor 2 players 

Mi-dimensional, high-resolution 
graphics 

3 increasing levels of challenge 


petition. Dot, seven powerful teams still 
stand between learn DSP and their olti- 


BA 11 


Syiter 
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Off to a Great Start! 

I just finished reading your 
premiere issue of GamePro Magazine 
and I am writing to tell you how im¬ 
pressed I am with the format, writing 
and artwork of your magazine. I espe¬ 
cially enjoyed the advanced sneak 
preview of Super Mario Bros. 3, and 
the fact that your articles are direct 
and to the point. 

Although I swear on my Nintendo 
Game System and have a subscrip¬ 
tion to Nintendo Power Magazine, I 
liked the fact that you also include 
Atari and Sega Game Systems in your 
magazine. I hope that you will contin¬ 
ue doing articles on game program¬ 
mers and game system manufactur¬ 
ers in future issues. 

Richard Gonzalez 
Compton, CA 

Keep on the Cutting Edge 

I like the format of GAMEPRO. I’d 
much rather read news about up¬ 
coming games and cutting edge 
technology than about the past. 

Video game technology has im¬ 
proved tremendously over the past 
year, especially on the home sys¬ 
tems. The games are much more 
sophisticated and interesting due to 
greatly improved graphics and new 
digitized sound effects. I hope that 
game designers will keep up the 
great work and continue to outdo 
themselves. The cutting edge technol 
ogy they’re developing really looks 
spectacular. 

Steve Ehrlich 
Westwood, NJ 


in this issue's Cutting Edge section. - Ed. 

More SEGA, Please! 

Thank you so much for GAMEPRO 
Magazine. It’s so refreshing to have a 
magazine direct itself to the actual 
players of the games. The ProView 
and Secret Weapons sections are es¬ 
pecially helpful to those gamers like 
myself who are a little older and can 
only play after work. Your help is 
greatly appreciated and has already 
helped me up my scores or complete 


some games that before seemed 
impossible. 

My only regret is of a personal na¬ 
ture. It is, of course, due to the nature 
of the video game market place, but 
so few game magazines provide infor¬ 
mation (enough of it) about Sega and 
the tips to play these games as well 
as info on new games. I can only 
hope that your magazine will continue 
to improve on its great start. The 
features on Shinobi and R-Type were 
great. I can’t wait until your next issue. 

I was begging for it within minutes 
after going through your magazine 
for the first time. 

John P.J. Gains 
Indianapolis, IN 


gain even more Sega System readers, 
while still keeping all your Nintendo 
fans happy. And once and for all, 
you'll show everybody who plays 
video games that your magazine is 
number one! 

Jayson Ditmore 
Wayne, MI 



I think your premiere issue of 
GAMEPRO was fantastic! It was just 
about everything I ever wanted in a 
video game magazine! You’re defi¬ 
nitely a cut above the rest! The two 
most important things I like about your 
magazine are the high-quality tips and 
photos that only GAMEPRO 
can deliver! 

The second and most im¬ 
portant thing I like about your 
magazine is the fact that you 
dedicate a good amount of 
space to Sega info and game re¬ 
views. It only goes to show that 
you guys have the guts to “buck 
the trend.” Although you do give a 
lot of space to Sega info, you don’t 
have equal amounts of Sega and 
Nintendo coverage. 

My suggestion is that you start 
putting more Sega info in future issues 
of GAMEPRO. By doing this you’ll 


issue! ■ Ed. 

METROID Correction! 

I am writing to thank you for your won¬ 
derful new magazine GAMEPRO. I re¬ 
ally enjoyed your premiere issue so 
much that I have subscribed. I espe¬ 
cially liked your ProView and Se¬ 
cret Weapons sections. Al¬ 
though I must admit I tried your 
Metroid hint to no avail. How 
about a shot of passwords as the 
letters differ from game to game 
and magazine type set? 

Your review of R-Type was so in¬ 
triguing that I may buy a Sega 
System to keep my Nintendo com¬ 
pany. Thank you also for not re¬ 
viewing computer-based games. I 
do own an Apple IIGS which I 
adore, but there are more than 
enough magazines to cover com¬ 
puter games. 

Paul Fletcher 
Corpus Christi, TX 

We goofed! Check the Secret Weapons 
section for the corrections on the 
Metroid and Goonies II codes. From now 
on we’ll try and show screen shots ot 

n-Ed. 
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Challenge Your Wits With LOLO: The excitement sizzles with this 
one. Can you help LOLO save the princess LALA from the Great 
Devil? You must guide LOLO through a series of 50 different 
mazes filled with evil spirits. Each maze offers an ingenious triple 
challenge: dodge the evil guardians, move the maze objects in correct 
sequence, and solve the lethal puzzle by collecting the power objects. 

A game the whole family can enjoy, LOLO, from HAL America, is 
designed to improve your thinking skills. 


Challenge Your Skill With ROLLERBALL: Fire up for the ultimate 
pinball challenge. Four vertical scrolling screens extend 
ROLLERBALL’s play area, and your fun. You can have multiple balls 
on all four screens. It’s hot! Can you keep your ball in play long 
enough to reach the highest score? Play against the game, or one on 
one with friends on the second screen, hockey version. You'll become 
a pinball wizard! It's the perfect family game (parents will love it 
because there's lots of fun, but no violence). 


j 




Licensed by Nintendo for play on the 

(Nintendo) 

EriTERTBinmEDT 
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HAL AMERICA INC. 




7873 S.W. Cirrus Drive, Building 25F • Beaverton, Oregon 97005 • Tel 503/644-4117 Fax 503/641-5119 


HA1 is a trademark of HAL America Inc. Nintendo ® and Nintendo Entertainment Systems * are Trademarks of Nintendo of America Inc. © 1989 HAL AMERICA INC. 















GAMEPRO is the magazine for the player who is 
serious about having big fun. Each issue is action- 
packed with all the cutting-edge info you need to 
be the best player anywhere. Our Game Pros 
search out the most in-depth tips, strategies, and 
secret moves to keep you at the top of your form. 
And you won’t want to miss out on the probing inter¬ 
views, pre-released and overseas game reviews, 
the latest technology, and a dynamic look that will 
knock your socks off. So subscribe to GAMEPRO 
because like you, we're a cut 
above the rest. 


Use the convenient order card or enclose your 
name, address, (including zip code), age, and 
game system with a check or money order 
for $13.37 to: 

GAMEPRO Magazine 

Circulations 

PO. Box 57138 
Boulder, CO 80322 

(Canadian residents add $6.00 per year) 
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2 M ore Hot 
New Games From 
HAL America 
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* wS "“ ^ Great Adventure Game: 

Stand by for launch. Your mission is to save the planet 
Farmel from the evil Air Fortress. And you ’re in for a 
hot time. You have to fly between defense structures, fight off 
defense forces, pick up bombs and energy cells to help you— 
and that’s before you go in! Can you knock out the central 
nuclear power source of each complex before you run out of 
energy? Great! But the game’s not over yet. Get ready as the 
fortress generates its second set of eight, tougher defense 
complexes. You ’ll use all your skill before you save the planet 
Farmel in Air Fortress from HAL America. 


A Great Party Game: 


Wondering what to do with your friends at your next party? 
Why not go to Vegas? Vegas Dream. Play Black Jack, Roulette, 
Slot Machines, Keno, and when you select the “Vegas Dream” 
option extend your fun and meet panhandlers, con 
artists, accidents of fate and maybe the person of your 
dreams. Play with up to four friends at a time, and the game 
remembers your scores if you want to continue later. No 
matter what your game, odds are you’ll love this exciting 
casino adventure from HAL America. 



Licensed by Nintendo for play on the 

(Nintendo) 
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7873 S.W. Cirrus Drive, Building 25F • Beaverton, Oregon 97005 • Tel 503/644-4117 Fax 503/641-5119 
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Move lip to the 
New Machines tor the 
Ultimate in Action. 


By Steve Massey 

The future of home video gaming 
is here—and a handful of develop¬ 
ment giants have the goods to 
prove it. The much-touted 16-bit in¬ 
vasion will bring to our living rooms 
what the arcades have offered for 
years: superior graphics resolu¬ 
tions, incredible stereo sound, and 
impressive game play. 


Genesis. The Start of 
Something Big. 

One of the larger splashes made in 
the world’s cutthroat home video in¬ 
dustry came from Sega, a compa¬ 
ny whose long awaited Mega Drive 
has been rumored for months. But 
Sega officials decided to change a 
few things before bringing this 
state-of-the-art system to the Unit¬ 
ed States. The 16-bit console was 
renamed “Genesis” to better suit 
the American market and a few 
modest design changes were 
made to please North American 
gamers. 

Genesis is the first true 16-bit 
console to appear on the home 
video game market. At the Con¬ 
sumer Electronics Show in June 
Sega introduced 15 hot titles for 
Genesis, as well as a tremendous 
line up of third party software de¬ 
velopers, who are already working 
on Genesis cartridges. 


Here's what Genesis offers: 

• The first system to feature true 
digital stereo sound—sound you 
can actually listen to with your 
favorite headphones. 

• A low-cost adapter that allows 
gamers to enjoy existing Sega 
Master System cartridges. 

• Hot titles like Space Harrier, 

Alex Kidd and Phantasy Star II. 

• Graphics sizing capabilities 
(enabling characters to appear 
to be getting increasingly larger 
or smaller) and a color capacity 
of over 250,000 colors. 

■ Not impressed yet? Wait. 
There’s a lot more. Sega of Amer¬ 
ica Chairman, David Rosen, 
promises that Genesis will feature 
a broad array of software titles. 
This includes not only arcade con¬ 
versions, but also new titles, many 
including concepts never before 
seen in home video games. 

With new titles on the horizon 
and a price tag of just under $200, 



this new system sounded good 
when Japan’s Mega Drive was re¬ 
leased and looks even better now 
that it's been unveiled in the United 
States. It looks as if Sega, with 
Genesis, is well on its way into a 
new video dimension. 


The TurboGrafx-16. 

\ NEC’s TurboGrafx-16 is also 
x \ on its way to the American 
* \ home video market and 
. \ gamers should brace 
: A themselves for the ar- 
rival of this impressive 
1 unit by the end of this 
V / year. With 20 titles sched- 
W uled for release by Christ¬ 
mas, the TurboGrafx-16 of¬ 
fers hours of serious video 
game play. 

Firms like Data East are now 


A 


Japan 's 16-Bit Sega Mega Drive. 


working on titles for the Turbo- 
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Grafx-16 and third party support 
must be addressed before the unit 
can challenge Sega and Nintendo. 
But the P.C. Engine, NEC’s 
Japanese version of the system, 
has already attracted more than 
1.5 million users in Japan. The Tur- 
boGrafx’s greatly enhanced 
screen resolution and five-voice 
stereo sound are sure to make it a 
hit in the United States. 

TurboGrafx uses credit card 
sized cartridges as the game infor¬ 
mation storage vehicle; the small 
cards simply fit into a porthole on 
the top of the unit and a start but¬ 
ton snaps the card in place. Then 
the fun starts! A games line-up 
that includes Fantasy Zone and 
China Warrior, as well as a host of 
action, adventure titles make the 
TurboGrafx a safe bet for serious 
gamers. The TurboGrafx also fea¬ 
tures an optional CD-ROM player 
that boosts computer memory 
power substantially. That means 
more elaborate video displays, 
better sound and digitized graph¬ 
ics capabilities are now at your 
finger tips! 

The CD-ROM unit plays music 
compact discs too, as well as the 
sound portion of CD videos. But 
not just any CD player will work 
with the TurboGrafx. The option 
contains a special decoder that 
regulates data flow. The CD-ROM 
also requires the use of an inter¬ 
facing that holds it and the 
TurboGrafx. 

NEC’s TurboGrafx rides the 
crest of this latest wave in the new 
home video technology. The only 
shred of discouraging news with 
all this is that some of NEC’s hot 
PC Engine titles have only been li¬ 
censed for play in Japan. Whether 
a U.S. Company can bring these 


ments from Nintendo and Konami 
are just as exciting as the P.C. En¬ 
gine and 16-bit systems. Ninten¬ 
do’s GameBoy, an interchange¬ 
able cartridge system that plays a 
host of arcade-style games via a 
hand-held unit, is sure to bring hot 
video action anywhere you want it. 
You'll no longer have to stay near 
the arcades or your home video 
unit to enjoy non-stop thrills with 
this powerful, but small system. 
And with a retail price of just under 
$70, GameBoy could very well 
change the way we look at video 
games. 

Konami also plans to expand 
its market share by introducing its 
own line of hand-held games. In 
fact, Double Dribble, Gradius and 
Contra are already on retail 
shelves. Konami’s games, much 
like GameBoy, are self-contained 
and portable, and can be played 
anywhere, at any time. New 
titles are on the way, Konami 
officials say. 


Continued on Page 12. 


games to the North American mar¬ 
ket remains to be seen. Neverthe¬ 
less, NEC’s latest contribution is a 
welcome addition to our home 
video war chests. And, with an ex¬ 
pected price of $199, the Turbo¬ 
Grafx will be relatively easy on our 
wallets too! 

Taito of America officials say 
TurboGrafx, with its 16-bit graphics 
processor is guaranteed to 
change the shape of home video 
gaming. The software firm, whose 
giant Japanese parent company 
“invented” home video gaming 
with the release of Space Invaders 
nearly 10 years ago, is now work¬ 
ing on the release of titles that will 
fit this new high-tech development. 

TurboGrafx is not compatible 
with any other home video system. 


Play the New Hand-Held Games. 
Anywhere. 

Although hand-held units offer 
gamers a different 
breed of home 
video action, 
develop¬ 


NEC'sP.C. Engine. 



"Your integrity and your re¬ 
spect in the industry goes up 
when you're developing your own 
originals," said Lynn Hejtmanek, 
Konami’s marketing manager. “We 
work hard to make sure each 
game is strong. We 
don’t expect to sell a ^0 
game on its name Wj L*’ 

alone.” 

Hejtmanek said she 
expects CD-ROM technol- ■ 
ogy—like that featured with « 
the NEC PC. Engine —to be 
the next logical step for the 
industry to take in games de¬ 
velopment. She said CD-ROM 
developments are leading pro¬ 
grammers toward producing 
games with real artificial intelli¬ 
gence. The result: games that 
vary and change at the player’s 
command. 

Advances in liquid crystal dis¬ 
play technology, better and more 
sophisticated graphics and action- 
packed special effects make these 
hand-helds the perfect take-along 
versions of their home video and 
arcade counterparts, officials said. 
And, since similar games were a 
hit with kids in the late 1970’s, Kon- 
ami officials expect improved tech¬ 
nology to carry the new generation 
of hand-helds far into the explod¬ 
ing video game market. The 
games are sleek, easy to hold and 
manipulate. And they retail for 
about $15. 

Nintendo’s huge price differ¬ 
ence is caused by GameBoy's 
ability to play a number of games. 
Konami’s games are sold individu¬ 
ally and are not cartridge oriented. 


Super Famicom. The Next Gen 
eration trom Nintendo. 


A high-tech unit even farther away 
from release is Nintendo's so- 
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Top: Screen from Altered Beast on Sega's 
16-Bit System. Bottom: The identical screen 
trom Sega's 8-Bit Master System. 



called Super Famicom. Although 
Nintendo officials could not be 
reached for comment about this 
top-secret project, industry rumors 
say the unit won’t be released until 
current sales for the 8-bit NES sub¬ 
side. And that might take some 
time! The unit is rumored to be re¬ 
leased sometime in 1990 and may 
carry a price tag of between $100 
and $200. A new Super Mario 
Brothers IV adventure game may 
herald in Nintendo's Super 
Famicom. 


A Decade of Change. 

As far as software and hardware 
developers are concerned, the 
1980’s were a decade of drastic 
changes in home video gaming. 
Imagine this: just ten years ago, 
the hottest home video game was 
Pong, an oh-so-slow tennis game 
that started a nation-wide craze. 
The Atari 2600 and Odyssey 
games followed. 

But in 1986, the “new genera¬ 
tion” of home video games arrived 
as the NEC was introduced across 
the United States. Since then, it’s 
been a high-tech battle for con¬ 
trol of the volatile industry. 


The European Connection. 

Japan’s Nintendo still tops 
JA the pack, but are the Euro- 
pean developers ready to 
| 4 take a l ar 9 e slice °f the 
American home video 
market? According to 
British game reviews, the 
answer is YES!! 

The Konix Multi-System — 
the so-called Dream Machine—is 
rumored to be available in the 


Another comparison between (top) Sega's 

16-Bit Machine and (bottom) Sega's 8-Bit Continued on Page 14 

System. 
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Screens from two P.C. Engine games. 

United States late this year. Featur¬ 
ing an optional light gun with recoil 
and a bike, complete with pedals, 
this sytem is probably the closest 
thing yet to the real arcade action. 
The system also is said to boast a 
cockpit-style chair, holding both 
the game console and a T.V. or 
monitor. 

Acclaim Entertainment officials 
say they’re working with European 
game developers to bring new and 
unprecedented home video titles 
to the U.S. market. 

From the Sega Genesis to Nin¬ 
tendo’s GameBoy, these new hi- 
tech advances are sure to keep 
our home video game fun improv¬ 
ing by the month. But industry 
leaders know they’ll have to keep 
producing better games, if the 
market slump of four years ago is 
to be avoided. That’s why the re¬ 
lease of these new games is going 
so slowly—companies are patient¬ 
ly waiting for the right window 
through which to plug their latest 
breakthroughs. 



Check Out These Moves! 

What’s round, but flat, black and 
blue, but red all over? Well, it’s not 
a newspaper! It’s the latest dynam¬ 
ic, exciting new entry into the ex¬ 
panding collection of peripherals 
available to spice up your NES 
games. It’s UN’s Roll and Rocker. 

The Roll and Rocker is a radi¬ 
cal new way to rock and roll your 
way through your favorite video 
games. Flere’s a chance to test 
your reflexes, gameplay skill, and 
even get some exercise at the 
same time! 

Simply plug the Roll and Rock¬ 
er into your NES and get ready for 
some wild action. Designed to 
translate your reflex movements 
into on-screen action, the Roll and 
Rocker lets your really get into your 
games in a new and different way. 
Think about the possibilities. You’ll 
almost feel the wind in your hair, 
and smell the surf as you 
try all your slick 


moves in a skateboard or surfing 
game. In fact, the Roll and Rocker 
really gives you a chance to pull 
some of those dusty, old game- 
paks out of the closet and revital¬ 
ize them with some brand new 
action. 

Use your Roll and Rocker, 
along with your Nintendo hand 
controller to fine tune all your 
moves. For a more challenging 
twist grab a buddy and plug in two 
Roll and Rockers side by side. Roll 
and Rocker gives two-player com¬ 
petition a new kind of thrill. 

UN’s Roll and Rocker is anoth¬ 
er great addition to the growing 
collection of peripherals that varies 
your game play, and keeps you on 
your toes. So head on out and get 
ready to do some roll and rocking! 
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On this playground, basketball is very serious 
business. A half court battle of fast hands and moves, 
monster dunks and defense. Featuring 8 different 
players shakin’ and bakin’ and showcasing their own 
individual styles. 

You can team up with another player against the 
computer. Or play one-on-one or two-on-two, against 
the computer or another player. And you’ve got all the 


moves: steals, blocks, lightning passes and 
monster slams. 

In fact, you control just about everything 
in this incredible new title from Jaleco™ 

What “Bases Loaded™” is to baseball, 
“HOOPS™” is to basketball: sports action 
at its very best! 


NEW FROM THE JALECO LIBRARY 
OF SPORTS AND ACTION GAMES! 
FOR THE NINTENDO 
ENTERTAINMENT SYSTEM® 

HOOPS,™ Bases Loaded,™ Racket Attack,™ GOAL!,™ RoboWarrior™ and Jaleco™ 
are trademarks of Jaleco USA Inc. Nintendo® and Nintendo Entertainment 
System® are trademarks of Nintendo of America Inc. ©1989 Jaleco USA Inc. 






Official 


(Nintendo^ 

^ Seal of Quality / 


S tLCCT STAR T 


Acclaim’s Wireless Remote % 
Controller gives you the power 
to really get into the action of 
your favorite Nintendo® games. 

With ho wires to tie you down, you* 
can roll and tumble through your 
greatest adventures. It’s accurate 
from up to 30 feet away and features 
a Rapid-Fire mode that gives you a 
shot at super high scores. It eyen looks 
and feels like the Nintendo® controller 
you already know And the Acclaim 
Remote carries the Nintendo® Quality 
Assurance Seal. Now nothing gets 
between you and the action! 


Masters of the Game 


Acclaim, ,M Masters of the Game v and Wireless-Infrared Remote Controller v are trademarks of Acclaim Entertainment, Inc. 
Nintendo" and Nintendo Entertainment System H are trademarks of Nintendo of America Inc. (c, 1989 Acclaim Entertainment, Inc. 















★ Are You Tired Of Playing The Same Old NINTENDO® Games Or Buy One You Didn’t Like? 

★ Tired Of Your Local Toy Store Always Sold Out Of Your Favorite Games? 

★ Tired Of Just Paying Too Much For Games & Accessories ? 

THEN JOIN THE ULTIMATE GAME CLUB 

& SAVE UP TO 20% OFF EVERY NINTENDO ® GAME & ACCESSORY! 

We Buy, Sell & Trade New & Used NINTENDO® Games, Sega & Atari. As A Member You Are Entitled To The Following: 


1. We sell new & used Nintendo games at the lowest prices possible! 

2. We buy your used Nintendo games at the highest price possible! 

3. We provide prompt efficient service with a 100% satisfaction 
guarantee! 

4. We test & clean all used games for maximum efficiency! 

5. We provide the largest stock of any other mail order firm! 

6. If we do not have the game you want in stock, we’ll reserve it for you 
& ship it to you as soon as we get it. We’ll even reserve new titles 
before they’re available! 

7. For every 10 friends you get to join the club we’ll give you a Nintendo 
game of your choice Free! That’s right FREE! 



How to Win at Nintendo 

Over 40 games reviewed 
in detail with secret 
codes unavailable in 
any other magazine. 
Supply is limited! 
List Price 3.95 
Club Price 2.95 



Suncom 
Docking Bay 10' 

List Price 16.99 



Tees List Price 8.99 
Sweats 19.99 


Club Price 14.99 


Nintendo T-Shirts & 
Sweatshirts 

Zelda II. Super Mario II. 
Nintendo Logo. Super 
Mario Club & other de¬ 
signs. Youth sizes 6-16 
Adult sizes S-M-L 

Club Price 7.99 



Nintendo 
Baseball Caps 



List 

Club 


Price 

Price 

Mesh 

4.99 

3.99 

Cotton 

5.99 

4.99 

Corduroy 

6.99 

5.99 


8. We offer Discount Prices on practically everything PLUS monthly 
specials on top of that! 

9. We have a toll free hotline for all new memberships & orders 
1-800-TOY-CLUB (1-800-869-2582) 9 AM-9PM EST! For people in CT 
or Canada and any questions you may have dial 1- 203-388-6366! 

10. We accept MC, Visa, check or money order! 

11. We’ll also give you a free Club Membership Diploma & subscrip¬ 
tion to our quarterly Newsletter, Hot New Catalog plus details on 
up & coming games. 

12. You get all this for the low cost of $10! So Hurry! Membership is 
limited! 


The First 500 Members Get A Free Prize With Membership Worth Up To $100! 

TO JOIN OR ORDER ANYTHING IN THIS AD DIAL 1 -800-TOY-CLUB 

Or Send Check or Money Order To: ULTIMATE GAME CLUB, 1491 Boston Post Rd., Old Saybrook, CT 06475 


Suncom 

Docking Bay 20'" 

Holds 20 Nintendo games 
List Price 25.49 

Club Price 22.99 



Curtis Game Caddy 

List Price 5.99 


Club Price 4.99 


Super Extendo Cables 

6' extension for controllers & light gun 

List Price 9.99 Club Price 8.99 



Nintendo Cartridge Organizer 

List Price 5.99 Club Price 4.99 

Also holds 18 Sega cartridges 


Nintendo 

Entertainment 

Center 

Holds control deck, 
zapper, 2 con¬ 
trollers, 12 game 
cartridges. Also 
holds complete 
Sega System 
List Price 27.99 
Club Price 22.99 




Nintendo Cartridge Cabinet 

List Price 14.99 Club Price 10.99 


Z-Bag Official Nintendo Carry Case 

List Price 29.99 

Club Price 24.99 



Suncom 
Transporter 12 

List Price 6.99 


Club Price 4.99 



Aladin Plastic Nintendo 
Lunch Kit & Thermos 

List Price 9.99 

Club Price 8.99 



Nintendo Rain Slicker 

3 designs & assorted colors 
List Price 14.99 

Club Price 11.99 


Suncom 
Mother Ship" 

Control Enhancer 

For use with Nintendo 
Entertainment System" 
Turns Standard Controller 
into Joystick 
List Price 13.99 
Club Price 12.99 




Kraft Deluxe 
Starmaster Joystick 

List Price 14.99 

Club Price 12.99 


Beeshu Jazz Stick 

List Price 29.99 
Club Price 25.99 

(see list next page for more 
Beeshu joysticks) 




Happ Competitive 
Pro Joystick 8500N 

List Price 14.99 

Club Price 12.99 



Suncom 
Transporter 4 

List Price 6.99 

Club Price 4.99 


NINTENDO 

LIST 

CLUB 

ACCESSORIES 

PRICE 

PRICE 

Bandai Super Controller 

6.99 

5.99 

Bandai Mega Controller 

59.99 

54.99 

Camerica Gift Pax (2 Freedom sticks) 

129 99 

119.99 

Camerica Freedom Pad 

39.99 

34.99 

Camerica Freedom Stick 

69.99 

62.99 

Camerica Supersonic Joystick 

59.99 

54.99 

Camerica Video Blaster 

29.99 

25.99 

Eclectic's Pro Play Home Arcade 

249.99 

229.99 

Doc’s Fix A Game 
(cleans all video game cartridges) 

9.99 

8.99 

Nintendo Beach Towels; Mario s Party, 

Mario s Beach, Mario & Luigi, Mario & Zelda 1 9.99 

16.99 

Nintendo Slumberbag 

36.99 

32.99 

Nintendo Underwear 

3/6.99 

3/5.99 

Nintendo Suspenders 

6.99 

5.99 

Nintendo Belts 

4.99 

3.99 

LJN Roll & Rocker 

59.99 

49.99 

Tara Deluxe Game Pack 15 Game 
Carrycase 

11.99 

9.99 


WE ALSO CARRY A WIDE SELECTION OF SEGA & ATARI GAMES & ACCESSORIES. CALL FOR DETAILS TO GET OUR FREE CATALOG! 

IF YOU DONT SEE WHAT YOU WANT, THERE’S MORE ON THE NEXT PAGE. IF YOU DON’T SEE IT THERE CALL US & WE LL GET IT FOR YOU! 
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Here are three more games to game makers know you waild 
check out at the arcades— like to see a home versiognof a 

games our writers feel are chal- particular game for youi^Minten 
lenging, action-packed, and fun do, Sega or Atari systems. So 
to play. Investing money in coin- get your quarters ready to go 
ops—besides being the most when you comq across one of 

excitement you can get for a these great games £t your local 

quarter—is one way to let the arcade. 
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Nintendo 


P R 0 V I E W 


By B.P. Gundam 

The land of Hudson is populat¬ 
ed by a peaceful people who com¬ 
municate with music. You are 
Milon, one of the residents of Hud¬ 
son, but one who cannot commu¬ 





nicate with the others. You decide 
to leave Hudson, and journey to 
other lands where you might find 
people who speak your language. 
As you begin your search you stop 
to visit Queen Eliza, in the Hudson 
Secret Castle. 

Alas, you discover that good 
Queen Eliza is being held prisoner 
by an evil warlord from the North 
Region. He and his fiendish 
demons have attacked the peace¬ 
ful people of Hudson, stolen their 
musical instruments and hold the 
Queen hostage in her very own 
castle. 

Quickly you decide that you, 
Milon, will save the Queen. To res¬ 
cue her you must discover all the 
mysteries of the secret castle, and 
defeat the evil warlord and his 


demon sidekicks. You’ll have only (you drop through rows of Domi- 
your strength, wits and courage, as no’s in this dizzy scene), to the Well 
well as the magic bubbles a kindly (a deep, dark, mysterious place), 
wizard has equipped you with, to to the Fire Room (where flames will 
succeed. singe you if you don’t watch out), to 

You begin your quest outside the Marahito Room (the most diffi- 
the front of the castle. When you cult of all, where you face the evil 
enter the door you find yourself in a warlord himself—if you can figure 
maze-like room, filled with hordes out who he is and which are the 
of creeping, crawling, flying three fake Maharito’s!) 

demons. These lesser demons are Fortunately, the wizard has 
found in each of the 15 different warned you about the difficulty in 

areas of the castle, and are killed finding your way through the cas- 

by shooting with a bubble! Watch tie. He tells you that Queen Eliza 

out, because some shoot back at has hidden many special secret 

you! Rooms in the castle range items in the castle to help you van- 

from the Distant Coin Room (a fairly quish the demons, guide you - 
easy maze), to the Domino Room / 
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through the different levels and dis¬ 
cover where she is held captive. 

As you journey through the dif¬ 
ferent rooms in the secret castle re¬ 
member that your magic bubbles 
do more than just destroy danger¬ 
ous demons. 

Collect all the money you find. If 
you miss any in one area you’ll find 
yourself short of cash to buy valu- 
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PROTIP: If your shield is losing ener¬ 
gy, shoot small demons until you earn 
a power heart and replenish your 
shield! 

Secret shops sell you items 
you'll need to survive in the castle 
as well as provide you with hints 


PROTIP: Constantly shoot or push able items later on. Keys are the and tips. 





i 

J 


blocks in all areas ol rooms to check 
lor hidden items. Check each room 
thoroughly or you may find your sell 
returning later lor objects you don’t 
have that prevent you from going 
further. 


only way to open doors that let you 
go to the next room. Special bonus 
rounds help you collect extra 
money, but you’ve got to find them 
first! If you can catch the Hudson 
Bee you’ll get a magic protective 
shield. 


ILLUSTRATION: FRANCIS MAO 
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PROTIP: Remember that hints you re¬ 
ceive in the secret shops are tor the 
next level of the game. Don't waste 
your time looking lor these things 
now! Just remember them when you 
reach the next level. 


Things get hot in the Fire Room 


PROTIP: Never take on one of these 
giant Demons without having lull 
power. Grab two umbrellas to make 
your bubbles at maximum rapid lire 
mode! Rubble hits must be directly 
on their heads! 


showdown with Maharito. Each 
crystal ball gives additional power 
or speed to your bubbles. Once 
you have the first crystal ball you 
can continue your game at the 
last level you reached. To con¬ 
tinue, press LEFT and START on 
your control when GAME OVER 
appears. 

In order to find the seventh 
crystal ball you must have the 
cane and the crown. Get these 
by destroying the Phony Prin¬ 
cess in the Devil's Sanctuary. 
Milon has one of the most en¬ 
tertaining and engaging per¬ 
sonalities we’ve seen 
since Mario and Luigi. 

Although it takes a 
lot of patience and 
persistence; 
Milon’s Secret 
Castle is one 
great game 


Fending off demons is tough 
on your life meter. If you see it 
falling too low, change your strate¬ 
gy or Milon will die! Grab blue 
hearts that appear when you de¬ 
stroy demons. Fill your life me¬ 
ter to the top and increase its ca¬ 
pacity by munching on secret hon 
eycombs you’ll find hidden in the 
rooms. This is the only way you’ll 
have enough strength to fight the 
giant demons later in the game. 

Collect the right 
items and a giant 
demon appears 
guarding 
the entrance 
to the next 
area. 


You must destroy seven of these 
nasty brutes before you are victori¬ 
ous. These beasts range from 
Homer (a winged, purple horror) to 
the evil Cahma (a skeletal version 
of Homer with wings). Each demon 
is more difficult to destroy, and 
more deadly to you than the last. 

Defeat the deadly demons 
and you get to move on. You also 
get a magic crystal ball. Collect all 
seven balls to prepare for the final 
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Princess Leilani was kidnapped and taken to 
Adventure Island in the South Pacific. The 
island is thick with tropical forest, caves, 
ocean and mountains. Many dangerous 
demons and creatures are waiting for you. Are 
you up for the challenge?! Can you live 
through Adventure Island to save Princess 
Leilani? 



If you think you have played the hardest of all 
video games, try this one. Each level has a 
different challenge; the higher the level, the 
tougher the challenge! Can you beat the 
monsters?! How many coins can you collect?! 
Are you ready for the challenge of your game 
playing career? This is it!!! 







Bomberman has been put to work in an 
underground compound at the center of the 
Earth. One day he learned that he can become 
a human by escaping from the center of the 
Earth and make it to the surface. He can only 
rely on bombs of his own production for his 
defense. Will Bomberman ever make it to the 
surface? 



In pre-historic times, where ancient dinosaur 
creatures ruled, the adventures of Dino-Riki 
began. A courageous young man. Dino-Riki is 
determined to establish mankind's future in 
this violent age. Dino-Riki must fight his way 
through lotus swamps, dark caverns, deep 
canyons, deserts and giant dinosaur bosses. 




LICENSED BY NINTENDO 
FOR PLAY ON THE 

(Nintendo) 

mTiRTRinminT svsnm* 


HUDSON GROUPHHM 

Mr HUDSON SOFT’ 

601 California Street. Suite 2004 

San Francisco, CA 94108 

For questions, call (415)495-HINT 


Hudson Soft is a trademark of Hudson Soft Co . Ltd HUDSON'S ADVENTURE ISLAND 1 ''. Milon's Secret Castle'". BOMBERMAN " and Adventures of Dino-Riki'" are registered 
trademarks of Hudson Soft USA. Inc JOY CARD SSS is a trademark of Hudson Soft USA. Inc SANSUI is a trade mark of SANSUI ELECTRIC CO . LTD Nintendo" and Nintendo 
Entertainment System« are trademarks of Nintendo of America Inc 
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By the Eliminator 

The Reign of Terror 

Your once peaceful tropical is¬ 
land is under siege. An evil dictator 
has taken over the country and 
controls the Capital City. Armies of 
hostile troops, heavily armed with 
deadly artillery, crawl through the 
thick, tropical jungles. They are 
constantly on the alert for unwel¬ 
come intruders. 

You are the Guerilla Leader. 

You face the task of landing secret¬ 
ly on the island, battling enemy 
troops, freeing trapped hostages 
and fighting your way to the Capi¬ 
tal City. Your mission—to free your 
country from this unfriendly 
takeover and become the hero of 
the revolution! 


Cry Revolution 

The moment you disembark 
from your battle-worn river boat 
you are embroiled in a fierce, non¬ 
stop battle scene the likes of which 
you’ve never experienced. 

Battle through eight levels of 
play under a constant barrage of 
enemy explosives from land, air 
and sea. Struggle through the hot, 
steamy jungle. Survive a river raid. 
Shoot your way into a coal mine 
and lasso hostages into your 
speeding railroad car. Breach the 
Capital City. Fight your way 
through the city sewer’s under¬ 
ground maze of tunnels and stag¬ 
nant pools. 

Fanatic enemy soldiers, willing 
to die for the cause, oppose you 
every step of the way. They may all 
look the same but watch for their 
different attack patterns. Enemy 
tanks rain death and destruction 
on you, as they steamroll through 
the defenseless villages. Some fire 


flames and others bomb you with 
explosive shells. 

Use your ammunition supply of 
grenades, machine guns, flame 
throwers, and sheer brute force to 
infiltrate the enemy fortresses. Kill 
red soldiers and collect special 
weapons such as bullet launchers, 
flame throwers, and three way bul¬ 
let machine guns. 



PBOTIP: Look lor the hidden power 
ups that energize you as you fight for 
survival. 

Blasting yellow soldiers can re¬ 
veal such special items as the 
clearing bomb, bonus points, and 
extra lives. Frantic frightened pigs 
and chickens dash back and forth 
in the melee. Shoot them for extra 
points. 

Terror-stricken hostages are 
trapped in all the areas. Use your 
skills to rescue them any way 
you can. In their fear and excite¬ 
ment they may run in the wrong 
direction. 



PROTIP: Don't accidentally shoot your 
hostages or you'll lose 500points. 



If you suc¬ 
ceed in mak¬ 
ing your way 
to the last 
level you face 
a brutal fight to 
the finish with 
the dictator. 

The last enemy 
base is the 
heavily guarded 
ammo dump. 

Blow this up and 
you’re clear to 
head for the 
Palace and the 
mad tyrant him¬ 
self. With cunning 
and stamina you 
can maneuver 
your way into the 
stately Palace 
grounds. The final 
battle with the tyran¬ 
nical despot is dra¬ 
matic and your mis¬ 
sion is well worth 
fighting for. 

Guerilla War by 
SNK Electronics has 
excellent graphics 
and colorful scenarios 
with painstaking atten¬ 
tion to detail. The con¬ 
tinuous action scrolls 
smoothly and easily. 

The background music 
for each designated 
area is not repetitious, 
but keeps pace with the 
intense feeling of the 
game. The special effects 
used to show the dramatic 
explosions of enemy vehi¬ 
cles are a definite plus. 
Guerilla War is sure to rate 
as one of the best action 
games to hit the NES 
shelves this year. 
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in the coal mine. 


The final showdown at the Palace. 


ILLUSTRATION: MARC ERICKSEN 
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By The Eliminator 

Soccer Mania 

Pandemonium breaks loose 
among the jubilant spectators as 
the score indicates a tie between 
your team and the powerful nation¬ 
al soccer team from Brazil. The 
cheers heighten to a deafening 
roar as the minutes dwindle to 
seconds. Your team has one last 
chance to make the right move to 
win the much-coveted World Cup. 

Within seconds, your team¬ 
mates have slipped a ball past 
your opponent. You dribble the 
ball towards the opponent’s goal 
and wait for the goalie to come for¬ 
ward to stop your shot. Then, with 
a perfectly timed maneuver, you 
hook the ball to the corner of the 
net past the goalie and score! 


thusiast, as well as the amateur, a 
variety of playing modes to chal¬ 
lenge any playing skill. 

You can choose any one of the 
sixteen countries and compete in 
the World Cup Competition, or 
choose one of the eight American 
professional teams and compete 
in a three-round tournament. A 
much simpler game option, the 
“shoot” competition allows you to 
choose one of three players and 
compete against a goalie and two 
defensive players. There is also a 




! Sf r 

TEAK SELECT 

'1* ARGENTINA 

^2 BRAZIL 

NOLL. AND 

SPAIN 

DENMARK 

ALGERIA 

USA 

USSR 

ENGL. AND 

N.GERMANY 

ITALY 

POLAND 

JAPAN 

BELGIUM 

FRANCE 

URUGUAY 



Choose from 16 hot teams! 


continue mode that allows you to 
pick up where you left off in the 
competition. 

By using the directional con¬ 
troller in conjunction with the “A” 
and “B” buttons, you control the 
shooting, dribbling, passing, 
tackling and other movements of 
the players. Depending on your 
offensive or defensive play selec¬ 
tion, you control one of the team 
members. 


You Call the Shots 

A truly realistic game of strate¬ 
gy and skill, Goal! allows one or 
two players to participate in an ac¬ 
tual soccer game simulation. You 
can play against the computer, a 
friend, or cooperatively with a 
friend against a friend. 

In addition to capturing the 
sights and sounds of the real 
thing, Goal! offes the soccer en- 


Feel the thrill of victory! 




Like a real soccer game, the 
referee whistles a penalty when 
an infraction is committed, such 
as “offsides” or “kicking” (tackling 
an opponent from behind while 
on defense). 

One of the keys to scoring in 
Goal! is to master the trickier ma¬ 
neuvers, like heading the ball and 
hooksliding. With a lot of practice 
you can sharpen your skills and 
improve your strategy as you ad¬ 
vance in the tougher World Cup 
Competition or the Professional 
Tournament. 



PROTIP: Keep a defender between the 
goal and the computer olfensive play¬ 
er. It the computer moves past one ot 
your defenders, switch your control 
to one of your other defenders. 

Can you make it to the Goal? 
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Pro View 


By the Pro, A. J.F. 

The year is 2040 A.D. You are 
Hiryu, a highly trained ex-member 
of “Strider," the top secret organi¬ 
zation of ninja-style assassins. 
Strider conducts terrorist activities 
throughout the world; smuggling, 
kidnapping, demolition and dis¬ 
ruption are their specialty. 

You were once a Super-A 
grade Strider, but chose to end 
your career. Your only wish now is 
to live in peace in Mongolia. 

But Matic, the Vice Director of 
Strider, is ordering you out of retire¬ 
ment. He informs you that your 
friend, Kain, was captured by the 
enemy. “Search for Kain,” Matic 
demands. “And when you find 
him, kill him!” You refuse, but Matic 
blackmails you and you have no 
choice but to go in search of Kain. 

During this mission you’ll face 
the ultimate in deadly obstacles. 
Battle fanatic enemy soldiers— 
human, mechanical, and who 
knows what—as you try to infiltrate 
massive hostile enemy complexes. 

Begin your mission aboard the 
starship, Blue Dragon. Here you 
analyze acquired data disks for 
clues, teleport to various locations 
on earth, or take down your cur¬ 
rent password for future play. 

Your mission takes you around 
the world as you try to discover 
where the enemy is hiding Kain. 
Journey from the high scaffolding 
and winding passages of the 
enemy complex in Kazadh, to the 
speeding Phantom Train and ma¬ 
jestic Pyramid in Egpyt, to the dark 
jungles of Africa. In between you 
may make stops in Japan, China 
or Australia. 



PROTIP: Take your time to explore 
each area thoroughly or you will miss 


tell you where to go next. 


As you infiltrate each enemy 
complex you must battle an end¬ 
less array of deadly foes. Fortu¬ 
nately, as you increase in experi¬ 
ence you’ll have access to more 
powerful weapons and special 
tricks that will help you beat these 
enemies. These tricks include Fire 
(flaming bullets), Spark (a special 
electrical weapon), Jump (the abili¬ 
ty to jump higher), and Warp (im¬ 
mediate return to the safety of the 
Blue Dragon). 



PROTIP: Search for the one who gives 
you the powerful Plasma Arrows in 
Japan. To activate these holtl your 
cipher in the air for five seconds and 
then fire. 

Destroying the different ene¬ 
mies you meet along the way 
brings you increased energy and 
strength. You’ll need energy to 
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access the special tricks 
you must use to defeat the 
tougher enemies. Use your 
special boots to survive in 
tricky situations. 



PROTIP: Don't forget to master the 
Triangle and Acceleration Jumps and 
the Slide. Some areas are impossible 
without these shills. 

Beating certain foes also gives 
you the data disks you need to an¬ 
alyze in order to discover Kain’s lo¬ 
cation. Pay attention to the impor¬ 
tant data on these disks and the 
clues given you by sympathetic 
people along the way. 



PROTIP: Analyzing data disks aboard 
the Dlue Dragon allows transporta¬ 
tion to new locations on earth. 


After you rescue Kain, you dis¬ 
cover to your horror that Matic is 
the real traitor and he has created 
an organization known as Enter- 
prize. Enterprize is behind a dia¬ 
bolic secret plan know as “Zain.” 
This plan for a mind-control 
weapon could destroy the world. 
You must stop Matic and Enter¬ 
prize before it’s too late. 

With persistence you’ll beat 
Matic in the ultimate battle in his 
hideout, the Red Dragon, and pro¬ 
tect the future of the world. 
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P R 0 VIEW 


By the Eliminator 

Teaming up ion Action 

The stalwart U.S. Dodgeball 
Players have teamed up to chal¬ 
lenge their opponents from around 
the globe for the title of World Cup 
Champions. Their ultimate goal is 
to wallop the indefatigable Soviet 
team that remains the undefeated 
contender. You must take com¬ 
mand of your buffed U.S. team 
and work your way up to victory. 



a 


Smash the Soviets with your "power shots.” 

The Name oi the Game 

Super Dodge Ball is a vigor¬ 
ous sport, consisting of two teams 
with six players on each side of 
the court; three players in and 
three out. The object is to clobber 
your opponents by hurling the 
hard ball at mach speeds so as to 
deplete their energy. 



tiia 



This gamepak offers several 
modes for your playing enjoyment. 
World Cup Play pits the U.S. team 


against eight other countries in the 
quest for the World Cup. In Versus 
play, you represent a country and 
play against a friend’s country. A 
practice game called Bean Ball 
matches you against the comput¬ 
er; or two players can compete 
with each other against the 
drones.The rules are simple. 

Knock all opponents out! 

Suruival of the Fittest 

Using the directional pad, you 
control the basic movements, such 
as walking, running, jumping, 
throwing, passing, and catching. 
Each international team in Super 
Dodge Ball possesses a unique 
skill, such as excellent throwing 
power, agility, ball breaking, 
catching technique, energy, fancy 
throwing techniques, and damage 
capacity. 



The British are coming, but you're ready 
for them. 


These skilled behemoths are 
pitted against each other as they 
try to be the best in the world. 
Most players have a specially 
timed “power shot” or two hidden 
under their sleeves. There are 13 
different “power shots” with fancy 
maneuvers that can unexpectedly 
slam an unsuspecting opponent 
or simply psyche him out. Use 
power shots such as the Blaster, 
Upper Cut, Boomerang, the Psy¬ 



cho and the Warp to mobilize 
your team against the eight com¬ 
peting countries. 


PBOTIP: Walk back to the 
sideline, then run to the 
center line and throw at 
your opponents, for a better 
chance for a "power shot." 


Go for the GoU 


Super Dodgeball is CSG Im- 
agesoft's premiere release. The 
sound and musical score are high 
in quality. The game play, though 
seemingly simplistic, requires 
stamina and high precision. If you 
enjoy stiff competition, be sure to 
nab this one. Get ready to take 
home the World Cup! 



JOHN If If III 
MIKE 11111 f I 


nrirrm rri%'TT 


The U.S. Team saves the day! 
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Pro View 


By B.P.Gundam 

Here’s your chance to climb 
behind the controls of Stealth ATF, 
i5l one if the most realistic, fast-action 
flight simulation games created for 
the NES. Stealth ATF features a 
unique instrumentation panel with 
a three-dimensional forward view 
of all the action. As you take off in 
Stealth ATF you become an ace 
fighter pilot, off on a top secret mis¬ 
sion against enemy fighters. The 
advantage you have is your secret 
weapon, a “stealth” feature, that al¬ 
lows you to avoid enemy detection 
for a limited time. So climb aboard, 
strap on your helmet, and get 
ready for the ride of your life. 

Your first task is to master the 
art of taking off. Develop the right 
touch, keep your nose and landing 
gear up, and pick up your speed. 
In no time you’ll find yourself 
screaming down the runway and 
soaring into the wild blue yonder. 

Once you’ve mastered the 
basic skills it’s time for your first 
mission. At the beginning of each 
mission you’ll receive a briefing on 
your assignment. Eight different 
missions are possible. More if 
you’re brave enough to fly at night! 
You’re likely to find yourself sent 
around the world and back again. 

Once you’re airborn you won’t 
have long to enjoy the spectacular 
view. Enemy planes bear down on 
you rapidly. To defend yourself use 
your unlimited gunfire, and a limit¬ 
ed number of missiles to attack 
your enemies. Scan your instru¬ 
ment panel to check your altitude, 
speed, ammo supply and number 
of enemy planes left to destroy. 

But don’t just sit there and let 
them come to you! Maneuver 



Stealth ATF in a series of moves 
that will give you goosebumps. Ex¬ 
perience breathtaking nosedives, 
climbs and 360 degree rolls. Use 
these stunts to fake out the enemy 
fighters; slip around behind them, 
get them in your target sites and 
blow them out of the skies. 


PROTIP: When you have the enemy in 
your target site, lock in and lire a 
missile immediately. A second too 
late and you'll miss your target. 

Your radar screen allows you 
to monitor the skies for enemy 
fighters. Switch into the 
stealth mode and they 
won’t find you with their 
radar for a limited time. If 
they manage to get you in 
their sites an alarm will warn 
you. Dodge quickly to avoid get¬ 
ting hit by a heat seeking missile! 
There isn’t much time to get 
out of the way. 

To complete 
your mission 
and advance 
to a new one, 
clear all the enemy 
fighters and return to your 
home base safely. With each 
mission the enemies grow tougher 
to out-maneuver and destroy. You’ll 
also face unpredictable landings 
under difficult situations. Be ready 
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to land on anything from an island, 
to an aircraft carrier to an arctic 
snowfield. 


PRO TIP: When landing your Stealth 
jet, keep your nose down, remember 


pressing the throttle down button 
tour times. 


Play with a friend and let them 
take the controls of one of the 
enemy fighters. You can battle it 
out in a dogfight! 



Stealth ATF combines the ex¬ 
citement of manning the controls 
of a top secret stealth fighter with 
the thrill of aerial combat. 

So strap yourself in, grab the 
throttle, hold your stomach, and 
watch your backside—this ride 
isn’t for wimps! 



Use all your fancy moves to dodge 
enemy jets. 
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R0 VIEW 


ByU.T. 

You were once a Roman Cen- 
^ turion, strong and brave. But you 
died long ago on the battlefield. 
The mighty Zeus, God of Thunder, 

| has brought you back from the 
dead to save his daughter Athena 
i from Neff, Lord of the Underworld. 
Collect two spirit balls by defeating 
the white three-headed wolves, 
and transform yourself into the dif¬ 
ferent powerful forms of the Altered 
Beast. In human form you’ll have 
the ability to punch and kick your 
enemies on the ground, or in the 
air by leaping at them. Fearful of 
your superhuman powers Neff has 
sent a sinister horde of his own 
demons, monsters and other as¬ 
sorted creatures of the underworld 
to stop you. 

If you succeed in surviving a 
round with these nasty brutes 
and change into one of the 
altered beasts, you’ll grow 
too powerful for ordinary 
demons to defeat. Neff 
himself appears and 
sends one of his most 
fearful monstrosities to 



PRO TIP: When the title screen 
appears hold down the directional 
button diagonally, UP and im, and 
press Buttons 1 and 2 simultan¬ 
eously. This gives you extra health 
on your life gauge. 



ILLUSTRATION: CARL. BUELL 
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PROTIP: To defeat Aggar stay close and shoot fire bads. Run away when heads 
are thrown. 


attack you. Defeating Neff and his 
different evil sidekicks uses all your 
energy and you alter back to 
human form, but move closer to 
your goal. You must survive four 
different chilling encounters with 
Neff’s evil creatures and Neff him¬ 
self in order to rescue Athena. 

Through the Graveyard 

Green grass, tombstones, and 
crypts—a peaceful cemetary 
scene? Far from it. Here the dead 
won’t stay dead. To escape this 



The Attend Beast! 


nightmare, you'll have to kick or 
punch a few headless and horned 
zombies and assorted flying 
demons intent on swooping down 
to claw you into submission. Cap¬ 
ture the first spirit ball and you re¬ 
ceive greater strength and size. 
Your blows smash the demons with 
greater ease. The second spirit ball 
changes you into a ferocious, howl¬ 
ing Werewolf. In this form you 
shoot fire balls, or become a flam¬ 
ing arrow, sizzling evil beasties and 
burning them up. Aggar himself 
confronts you at the end of the 
level. He is a grotesque being who 
cuts off his head, hurtles it at you, 
then grows a new one to throw! 

The Cavern 

In this bone chilling scenario, 
you battle through a dark, dank 
cavern.You take on creeping, 
crawling creatures, called Chicken 
Stingers, that whip their tails at you. 

Continued on Page 40. 
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Round Leeches try to cling to you, 
bite you, and drain away your 
power. Watch for Rattle Tails, the 
giant snakes that pop up from the 
ground and slither down from the 
trees. As quickly as possible, alter 
yourself to the form of the Were- 
dragon. Then you can fly, flash 
lightning, and electrocute anything 
that touches your body with your 
protective shield. Becoming the 
Weredragon is your only chance of 
zapping Octeyes, a pithy plant 
creature who tosses poisonous 
spores at you. 
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PROTIP: Stay about one body length 
away from Octeyes and shoot direct¬ 
ly at his eye. Use your energy Held to 
protect you when thrown spores get 
too close. 

The Fortress Gates 

Breach the gates of Neff's un¬ 
derworld fortress and face a new 
horde of horrible demons. Cave 
Needles (giant mutated ground 
wasps) run along the ground and 
try to sting you. Hammer Demons 
attack from above, trying to smash 
you with their huge hammers. 
Zombies and demons appear from 
all directions as you get closer to 
Athena. Alter into a Weretiger and 
you'll have golden fire to blast your 
foes. Defeat them and you face 
Crocodile Wyrm, a terrible reptilian 
creature who flies and spits fire. 
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PROTIP: When lighting Crocodile Wyrm shoot him trom underneath as he goes 
to the top ol the screen. When the slimy lizard is low, jump over single lire 
balls and duck and shoot alter four are thrown. 


Nett's Stronghold 

Your hair stands on end as you 
enter the stronghold of Neff, Lord 
of the Underworld, where skeletons 
and corpses stick up from the 
ground. Neff’s lair is populated by 
the most evil brutes of all. You’ll 
battle jump-kicking Dark Unicorns 
and swift Gory Goats. Jump over 
Saw Fish who’ll slice you with their 
spines that are sharp as saw 
blades. Watch out for the clever 
Bad Boar who is smart, defensive, 
and difficult to destroy. In the end 
you face Neff himself, the final and 
toughest of your foes. He takes on 
demon form and it's a battle to the 
death. To defeat Neff you must take 
the form of the Golden Werewolf, 
the most powerful of the altered 
beasts. Triumph in this ultimate 
challenge and victory is yours! 



PROTIP: To defeat Nell only shoot one 
tire ball at a time. Then jump up and 
over him when he charges. 


Altered Beast is another great 
arcade translation for Sega own¬ 
ers! The excellent graphics and 
sounds, along with the exciting 
play make this game one of the 
hottest new titles for the Sega sys¬ 
tem. So go ahead, let Altered 
Beast bring out the savage beast 
in you! 
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BAD DUDES MAKES 
DOUBLE DR AGON PALE 
BY COMPARISON 



Ask anyone who's played them both in the arcade. Bad Dudes is 
clearly the game of choice. It's no contest. 

BAD DUDES has better graphics. Better action. Better playability. 
From the arcade to the Nintendo to computer formats, you can 
count on a better game with BAD DUDES. And we're even 
available on more systems than they are. 

The joystick play is incredible-fast, smooth and responsive. 

And the game play and graphics of the home versions are 
amazingly true to the arcade original. i 

Check it out for yourself. The martial arts excitement of J 
BAD DUDES makes Double Dragon play like a dinosaur. J 
One soon to be extinct. J 

BAD DUDES. From Data East. Now available on Commo- if 
dore, IBM,Tandy, Amiga, Atari ST and Apple II personal 
computers and the Nintendo Entertainment System. 


0 1988 DATA EAST USA, INC 

IBM is o registered trademork of International Business Mochines, Inc; Amiga and Commodore ore registered trademarks of 
Commodore Business Machines. Inc; Apple is o registered trademark of Apple Computers, Inc; Atari ST is a registered trademork 
of Atari Corporation; Nintendo ond the Nintendo Entertainment System ore registered trademarks of Nintendo of America, Inc 

Double Dragon Computer versions: £ 1988 Mastertronic International, Inc Licensed from Technos Jopan. Double Dragon is a 
joint publication of Arcodia ond Trodewest. 

Double Dragon Nintendo: C 1$88 ond TM Trodewest, Inc licensed from Technos, Jopan. 

Double Dragon Arcode: S 1987 TAITO AMERICAN CORPORATION 


1850 Little Orchard Drive, San Jose, CA 95112 (408) 286-7074 
























Proview 


golden necklace, and gorgeous 
gems. 

Plenty of evil villains populate 
Semia and their only desire is to 
destroy you. The first enemies you 
encounter are the Gardis, slimy 
lizard creatures that walk like men 
and attack with swords. The 
Gardis are easily killed because 
they aren't too bright. Simply 
swing your sword at them and 
they’re history! 


But don't get too confident! 
Next, you’ll face the nasty bug-like 
Mantis, who tosses knives, and the 
evil Kemmler, a beast with three 
heads (wolf, goat and dragon!) 
who tosses fireballs at you. Jump 
high above these creepy pests 
and land on them with your sword 
pointed downwards. In fact, over¬ 
head attack is effective against 
most of the beasts that populate 
Semia, except for flying creatures 


By Charlie T. Aslan 

The king has summoned you, 
Rastan, a barbarian of great 
strength and skill, to rescue his 
beautiful daughter. She is the pris¬ 
oner of the minion lords in the dark¬ 
est reaches of Semia. Untold riches 
await you if you succeed. 

Armed with only your deadly 
broad sword and your wits, you set 
out into the wilderness, ready to do 
battle. 

This is a difficult quest, even for 
a barbarian with your skills. You’ll 
have only one life per game. There 
is, however, a continue mode that 
lets you start from the beginning 
of the last level you reached. You 
can continue in a game up to 
three times. 


You lace all kintts ol obstacles! 


As Rastan you must survive 
seven grueling rounds of battle, 
each with three different scenes. 
As you travel through dark and 
mysterious Semia you find deadly 
weapons and magic items to aid 
you in your quest. Grab weapons 
such as the razor sharp battle axe, 
the mace, and the flaming sword. 
These help ensure that you’ll beat 
the evil brutes who try to do you in. 
Watch for protective items such as 
the shield, the mantle and the 
armor. These help you to survive 
and ward off the attacks of your 
foes. You’ll also find special items 
such as medicine, magic rings, a 
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like the Gorgon and Harpies. To 
shoot down these winged horrors 
jump and stab them with your 
sword as they fly overhead. 

But wait! There are even more 
horrible monsters. You’ll also have 
to fend off Meduza, who sprays 
you with poisonous gas. The skele¬ 
tal Spartoy attacks with a sword 
and then fades into the ground. A 
faceless Wizard hurtles scrolls at 
you that take away your weapons 
and other protective items. 




PROTIP: Don't waste time hanging 
around! Day becomes night, and the 
bats come out to get you! 

In addition to your enemies 
you'll face obstacles, including 
lava pools, that erupt with flaming 
rocks, falling icicles, rolling boul¬ 
ders, poisonous water, and many 
other unpleasant surprises. 



PROTIP: When traveling inside the 
various dungeons where the Evil 
Lords ol Semia live, watch out lor 
small "points" protruding Irom walls 
or floors. These are spear traps. 
Running over them costs you part of 
your life meter. 

The last section of each round 
pits you against some of the 
foulest foes you'll ever encounter. 
Defeat these brutes as quickly as 
possible! The air in their chambers 
is toxic, and sucks energy from 
your life meter continuously while 
you battle them. 



PROTIP: The Evil Lords are most easi¬ 
ly defeated if you stay on one screen 
and allow them to come to you. 

Each of the Lords of Semia is 
uniquely menacing and danger¬ 
ous. Kentorous, the first lord, is 
half-man, half-beast. Beat him 
by jumping in the air as he ap¬ 
proaches, and landing on him with 
you sword pointed downwards. 

Hit him three times and he’s gone! 

The second lord, Aryous, is a 
mighty Viking-like warrior. Defeat 
Aryous by standing on the block to 
the left of the screen and jumping 
under him as he goes into the air. 
Stab quickly as many times as 
you can. Slayer, the third lord, has 
bat wings and a dangerous sword. 
It's easy to destroy Slayer; crouch 
down and slash his legs quickly 
while dodging the fire he shoots. 

As for the remaining lords, you, 
mighty Rastan, will discover these 
horrible villains on your own (we 
don’t want to give the whole game 
away). Remember this, though; the 
final battle with the Red Dragon is 
the most perilous you’ll ever face. 

It takes all your strength, wits, 
courage and experience to defeat 
this mighty beast. A victory against 
the Red Dragon ensures the safety 
of the beautiful princess, and you 
will go down in history as the great¬ 
est hero of all time! 


July/August 1989 43 


































P R 0 VI E W 


By The Pro, A.J.F. 

You are the Vigilante, defender 
of your town. A fearsome gang, the 
Rogues, have come to take over 
and it’s up to you to defend your 
turf. They’ve kidnapped your 
sweetheart, Maria, and stashed 
her in their headquarters. Only you 
can get her back! 

Success depends on your 
highly trained body—adept at the 
martial art of Kung Fu. Fists and 
feet fly fast and furious as you fight 
your way through the urban jungle 
to Maria. To reach her you must 
make your way through five levels 
of non-stop action. Punks, thugs 
and gang members wait to am¬ 
bush you at every turn. 

Your enemies are heavily 
armed with guns, knives, clubs 
and crowbars. Besides your mar¬ 
tial arts skills you have only the 
nunchakus you find along the way. 
Watch for them carefully. They’ll 
help you knock a few Rogues out 
of the way! These brutal bullies are 
eager to grab you by the throat 
and put you into a choke hold. If 
you make it past them you still 
have to beat an Area Boss at the 
end of each level to advance— 
and you don’t have long to finish 
the job. If you survive to reach the 
Rogue headquarters you face a 
big, bad bully, the Big Boss 
himself. 

Level 1: Main Street 

It’s Main Street USA like you’ve 
never seen it before. Don’t let the 
members of the Rogues intimidate 
you—they aren’t really as tough as 
they seem. Be persistent in using 
martial arts to overcome them. Be¬ 
ware of the enemy with the gun. 



PROTIP: Defeat the Area Boss at the 
end of Level 1 with your nunchaku or 
duck and rapid punch him. 



PROTIP: You can easily avoid an un¬ 
armed gang member by jumping over 
him before he grabs hold of you. Do 
this by pressing Buttons 1 and 2 
simultaneously. 


Level 2: The Junkyard 

Rogues come looking for you 
from behind rusted out car hulks 
and piles of old tires. Battle them 
off no matter how numerous they 
are; just keep punching.The armed 
enemies are defeated after three 
punches each. 



PROTIP: Defeat the Area Boss by 
ducking and using low, rapid punches. 


Level 3: The Bridge 

Murderous motorcycles speed 
across the bridge, determined to 
run you down. There’s no place to 
run and hide so you’ll have to jump 
the cyclists to avoid them! 











SCOPE 17600 NICE SCOPE 17600 


PBOTIP: One accurately timed jump, 
kick or punch will defeat a cyclist. 

When the mace-swinging Area 
Boss arrives on the scene, defeat 
him by using a combination of 
jump kicks and low punches. 


Level 4: Down Town 

As you near the sinister Rogue 
stronghold the gang members cir¬ 
cle you to take their stand. Hold 
your ground. Maria’s not far now. 
Watch out for the mad bomber 
who tosses sticks of dynamite 
everywhere at the end of 
this level. Defeat him by 
dodging and repeatedly 
jump-kicking him. 

Level 5: Rogue Headquarters 

Victory and Maria are in sight! 
This rumble takes place at the 
Rogue headquarters—from rooftop 
to the steel girders of a construc¬ 
tion site. The gang-boss himself 
comes out to fight. Try to weaken 
this enemy’s health-meter so it is a 
little less than yours. Next, duck 
and rapidly punch to defeat him. . 



ILLUSTRATION: 
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PROTIP: Don't let the Big Boss touch 


As you defeat the Rogues, the 
beautiful Maria calls to you, her 
hero. Congratulations! You are a 
true Vigilante! 


■ ■ 

- i 
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By the Pro, A.J.F. 

The Junos Galaxy is in great 
danger. The evil Fourth Empire is 
determined to attack, invade and 
conquer every planet in the galaxy. 

Only you can save Junos. Your 
single chance for victory is to infil¬ 
trate and destroy the four main 
enemy strongholds, established 
on planets throughout the galaxy. 
Even if you succeed, you still face 
the ultimate challenge—find and 
destroy the Green Death, the 
Fourth Empire’s monstrous mother- 
ship. The odds are against you in 
this final battle, but only your tri¬ 
umph can ensure the future sur¬ 
vival of the galaxy! 

You begin your mission as the 


Commander of 
the elite Galaxy 
Force Fleet. Yoi 
only weapons are 
machine guns and 
homing missiles. Luckily, both 
weapons have an unlimited supply 
of ammo! 

Each of the four different plan¬ 
et strongholds (Nebula - the green 
planet, Solaria - the red planet, 
Fauna - the blue planet, and Gobi 
- the white planet) pose different 
challenges and levels of difficulty 
for the Galaxy Force. You plot your 
strategy carefully by deciding 
which stronghold to attack first. 
Once you’ve chosen your target 
the action begins as the Galaxy 
Carrier Ship launches your fighter 
into the thick of battle. 
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Look out for solar flares. 


Rack up high scores in Galaxy 
Force by destroying as many 
treacherous beasties as you can. 
When you defeat an enemy 
stronghold you earn bonus points 
based on the amount of enemies 
you hit and the protection level left 
in your shield. 


PROTIP: A rapid lire controller works 
wonders in this game. 


As your skill improves try to 
make it through without the contin¬ 
ue option. This allows you to see a 
special ending—the "real” end¬ 
ing—of the game! 

The 3-D action in this game is 
similar to that found in Space Harri¬ 
er. Galaxy Force has colorful 
graphics and sharp animation. 
Each character is highly detailed 
and fast moving. Each level has a 
musical soundtrack that blends 
into the non-stop, shoot-em-up 
action of the game. Line up to 
take your shot at blasting the 
enemy and saving Junos from the 
Fourth Empire. 


PROTIP: Watch the directional arrows 
carefully and try not to oversteer 
when coming out of a turn. 

Don’t despair if your craft is de¬ 
stroyed. A built-in continue option 
allows you to save completed mis¬ 
sions and go after the stronghold 
that defeated you again and again 
until you succeed. 


Hordes of alien attack vessels 
immediately engage you as you 
elude killer asteroids and enemy 
firepower. You must destroy such 
horrible enemies as the Schrooma- 
zoid, Larva Leech, Sinistron and 
Thornhead. While you dodge and 
return enemy fire you also have to 
avoid dangerous obstacles that 
can cripple your fighter. These 
deadly hazards include solar flares 
and tornados. 


ships. The shield can take eight 
enemy shots or 16 obstacle 
collisions before it is depleted. 


PROTIP: Carefully watch the color 
change in your shield indicating how 
much protection is left. When your 
shield is weak, fly more defensively. 

If you and the fleet succeed in 
penetrating the treacherous Fourth 
Empire fleet surrounding the plan¬ 
et, an even deadlier obstacle 
awaits you. Your fighter is drawn 
into the tunnel leading to the plan¬ 
et’s Nerve Center, which you must 
destroy to defeat the enemy 
stronghold. The tunnel’s walls shift 
and twist. But don’t get dizzy! If 
you lose your head even for a sec¬ 
ond, you’ll crash. 


PRO TIP: Fly in a 
circular motion to 


How will you survive this night¬ 
mare? Only through reliance on the 
defenses of your ship, your light¬ 
ning fast reflexes and your shields. 
The protective shield that sur¬ 
rounds your fighter is not invinci¬ 
ble, but helps you survive the 
attack of the evil Fourth Empire 
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Darn C$amfe 

ByB.A.J. creatures isn’t easy. Some mutate 


Do you crave adventure? Have 
you ever wanted to go on a trea¬ 
sure hunt? Would you go into the 
depths of the darkest and most 
dangerous dungeons ever en¬ 
countered to find treasure that 
could make you rich beyond your 
wildest dreams? Sure you would! 
Amulets, gold and silver chalices, 
and treasure chests await your dis¬ 
covery in the 26 levels of this 
game. But beware! Many other 
less pleasant surprizes await you 
also. Welcome to the underground 
world of Dark Chambers. 

Before entering you must de¬ 
cide whether to take a friend along 
to share in your fortune, or you 
must go it alone! Such ghouls as 
zombies, skeletons, wraiths, wiz¬ 
ards and grim reapers fill the 
damp, dank passages and try to 
stop you at every dark turn. To pro¬ 
tect yourself from the monsters, 
search every crevice for weapons 
such as daggers, guns, bombs 
or shields. Destroying the evil 



PBOTIP: If a bomb is protected by 
ghouls, shoot the bomb to destroy all 
the monsters surrounding it. Con¬ 
serve your supply of bombs and use 
only when in extreme danger. 


into lesser creatures when shot so 
you have to repeatedly attack 
them. You must rely heavily on 
your quick reflexes and a heavy 
doseof courage! 

The evil denizens of this dun¬ 
geon are created by “spawners.” 
To stop the ghouls from appearing 
you must shoot and destroy the 
spawners. This isn’t easy because 
it takes multiple shots and the 
monsters will try to protect the 
spawners from your fire. 



PBOTIP: It there are ghouls guarding 
a couple of spawners, use hit and 
run tactics until most ol the ghouls 
are cleared—then destroy the 
spawners! 

During your search for treasure 
you may grow weary from battle 
and weak from hunger. Carefully 
watch the on-screen bar that indi¬ 
cates your energy level. To regain 
your lost strength search for food 
or potions, but watch our for dead¬ 
ly secret poisons and traps. These 
can quickly put an end to your 
treasure hunt. 



PROTIP: Remember, if you're sharing 
your adventure with a Iriend and one 
of you collapses, you can both revive 
by finding a heart and shooting it. 

Your treasure hunt is fraught 
with other dangers besides the evil 
beasties. Different levels of the 
dungeon are locked. Don’t miss 
the keys that let you unlock the 
doors leading to treasures and the 
lower depths of the dungeon. In¬ 
creased danger threatens you 
every step of the way—but more 
fabulous treasures beckon you on¬ 
ward. So don’t let the danger stop 
you on your quest. 

Dark Chambers is an excellent 
game that provides arcade quality 
gameplay, a sense of adventure, 
and eye-catching graphics. Since 
this game is easy to understand it 
appeals to players of all ages. In 
addition, Dark Chambers offers a 
difficulty selection option in case 
your adventure becomes too easy. 
The only question that remains is, 
do you have what it takes to sur¬ 
vive the Dark Chambers? 
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Pro view 


won’t be easy. To complete your 
task you must search Elvin’s entire 
32-room hideout, evade his robot 
guards, and discover his secret 
security code. If you succeed, you 
enter Elvin’s control center and 
stop his evil plans. Enter the eleva¬ 
tor to begin your mission. 

Elvin’s stronghold is not impen¬ 
etrable, but it takes some ingenuity 
on your part to master its secrets. 
The 32 rooms in the hideout are all 
different. Each has multiple floors, 
or catwalks, reachable by lifts. 
Some floors end abruptly in deadly 
chasms. Somersault over them to 
avoid falling. 


50 GAMEPRO Magazine 


ByB.A.J. 

Quick, call the Presi¬ 
dent, the FBI, the CIA and 
the Agency! Elvin Atom- 
bender has gained access 
to the world’s military de¬ 
fense computers. If crafty 
Elvin cracks the computer’s 
codes, he will threaten the 
world with nuclear holocaust. 

The Agency has taken the mat¬ 
ter into their own hands. They have 
chosen you, special agent 4125, to 
carry out and finish this so-called 
“Impossible Mission.” Your mis¬ 
sion, should you choose to accept 
it, is to use your quick thinking and 
brains to put Elvin behind bars. It 


ILLUSTRATION: CARL BUELL 






























PRO TIP: II a hole in the lloor is no 
larger than a lilting platform, just 
walk over it. 

In these rooms Elvin has 
stashed his vast collection of com¬ 
puter equipment. You’ll also find 
furniture and Elvin’s human-seek¬ 
ing guard robots. 

Elvin’s robots often have differ¬ 
ent behavior patterns. Some robots 
are faster than others; some cannot 
see or hear. Some shoot deadly 
lightning bolts. 



PROTIP: Watch robots 




Search the furniture in Elvin’s 
rooms for the three different types 
of codes or passwords you’ll need 
to complete your mission. One 
password (SNOOZE) temporarily 
disables the robots guarding 
Elvin’s rooms. Another password 
(LIFT I NIT) allows you to operate 
the lifts. Use these first two pass¬ 
words (SNOOZE and LIFT I NIT) by 
plugging them into the security ter¬ 
minals near the entrances of the 
different rooms. 

PROTIP: Only use passwords when 
you can't avoid the robots any 
other way. 


Collect extra 
SNOOZE or LIFT 
I NIT passwords 


by discovering two secret code 
rooms hidden in the hideout. You 
sort musical notes into specified 
orders to earn the passwords. The 
computer begins with easy se¬ 
quences and then asks you to un¬ 
scramble more and more compli¬ 
cated tunes. Remain in this code 
room earning bonus passwords as 
long as you like. 

When you collect enough 
pieces of the secret security code, 
you use your MIA9366B pocket 
computer to piece them together. 
The computer flips, rotates, and 
changes the color of the pieces. 
Don’t despair if you can’t solve the 
puzzle. The computer can tell the 
Agency to help you. This help isn’t 
free! The Agency charges you two 
minutes on the game clock. Finish 
the puzzle and you’ll find you have 
what looks like a computer punch 
card! You’ll have to solve nine puz¬ 
zles with four pieces each before 
you’re ready to go get Elvin. 

When you’ve solved all nine 
puzzles, you can assemble the se¬ 
cret security code. When your 
code is ready, enter the control 
room and bring Elvin Atombender 
to justice! 

Once Elvin is safely out of the 
way and your mission is complete, 
you evaluate your wits, skill and 
dexterity. Your score is determined 
by the number of passwords and 
puzzle pieces found, codes and 
puzzles solved, and the time re¬ 
maining on the clock when your 
mission is complete. 

Impossible Mission for the Atari 
7800 is an excellent game. Every 
game is different because the 
room configuration and robot be¬ 
havior change with each play. 

Don’t let the title fool you—any¬ 
thing is possible. In fact, this article 
will self destruct in 10 seconds... 
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ByB.A.J. 

With the words “Mortal, mortal, 
weak and small, turn into a bounc¬ 
ing ball,” the Evil Wizard trans¬ 
forms you! You are left to bounce, 
roll and careen around the more 
than 150 rooms in the wizard’s 
mansion while you search for his 
spellbook. This magic book is the 
only chance you have of learning 
how to return to human form. 

You begin your search in the 
main room of the wizard’s mansion. 
Roll in different directions using the 
joystick or bounce by pressing the 
fire button. The game allows you 
four balls, so you’ve got four 
chances to succeed. 

Sounds easy? Wrong! The wiz¬ 
ard neglected to tell you that you 
are leaking air through a small 
puncture, so your time is limited. 
Your air guage will indicate when 
you need air, so keep track of 
where the air pumps are to keep 
yourself going. But, be careful not 
to overinflate or you’ll explode! 



PBBTIP: Always keep in mint1 the loca¬ 
tion ol the nearest air pump lor 
emergencies. 


Wait, there’s more! You’ve also 
got to watch for all of the other 
sneaky surprises the wizard left for 
you to discover. These range from 
prickly floor tiles to spikes to other 
sinister piercing objects. One false 


bounce and it's all over! You’ll find 
yourself whizzing around the room 
like a popped balloon! 


candles. Some rooms are so dark 
you won't stand a chance without 
a light. 



PROTIP: Draw a map ol every known 
room in the mansion, making special 
notes to avoid hazards. 

Stairs and doorways lead you 
from room to room in the mansion. 
Look for the crates that are some¬ 
times moveable. Use them to 
shield yourself from nasty puncture 
hazards by strategically placing 
them around these dangers. 



PROTIP: Always look behind or be¬ 
neath crates! You never know what 
you'll find there (pick crates and all 
other objects up by pressing the OP¬ 
TION or SPACE BAR). 

While you’re searching for the 
spell book you also get the chance 
to cash in by stealing a few of the 
wizard’s treasures. Look for pre¬ 
cious stones and gold bricks scat¬ 
tered about. 

You’ll also need some of the 
more practical items you discover, 
such as flashlights, lanterns or 


PROTIP: Since you only hold one ob¬ 
ject at a time, carry lighted objects 
to the dilficult rooms and leave them 
there to help you avoid hazards 
whenever you enter. 


If you manage to discover the 
spellbook and return it to the wiz¬ 
ard he’ll give you the choice of 
ending your quest or beginning a 
new one. If you choose a new 
quest the wizard gives you six 
objects to find. This is no easy 
job since there are many myste¬ 
rious and hazardous unexplored 
rooms in the mansion. Succeed 
and consider yourself an expert 
adventurer, since this is a chal¬ 
lenging task. 

Airball has fun graphics 
that combine nicely with the 
sound effects and gameplay. 

The game provides a score- 
board that allows you to 
enter your initials if your 
score is better than the top 
five scores. Airball is a 
game all can enjoy. Don’t 
be an airhead, play 
Airball today. I 





US 
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i Castlevania one great weapon 
you wallop every enemy in the 
jame—the Holy Water. This pow¬ 
erful stuff zaps every enemy imag- 
nable—from the Vampire Bats to 
Vledusa to the Mummies to 
Frankenstein. It’s even effective for 
stopping your most deadly foe, the 
Grim Reaper. To beat this nasty 


spector stand on the last block 
next to where you last saw him 
drop by. Just as he drops by 
again, jump directly up and splash 
him with the Holy Water. Using this 
method it’s possible to stop the 
Grim Reaper dead in his tracks in 
less than 7 seconds! Hint: Al¬ 
though the Holy Water is your best 
weapon, make sure you have triple 
fire power and some ammunition 


to help you succeed in defeating 
all the monsters. 
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By The Eliminator 


The following are the best wea¬ 
pons for killing the main bosses! 

Bombman Regular Weapon 
Fireman Regular Weapon 
Gutsman Regular Weapon 
Cutman Regular Weapon 
Elecman Cutman Weapon 
Iceman Electric Weapon 
Rock Monster Electric Weapon 
Yourself Any Weapon 

Bubble Ships Regular Weapon 
Dr. Wily Fireman Weapon 

The Pros suggest the best order 
for doing the levels for easy com¬ 
pletion is: 

1 Bombman 

2 Fireman 

3 Cutman 

4 Gutsman 

5 Elecman (Use Gutsman 
Weapon to get the M 
Weapon. It is a must!) 

6 Iceman 

7 Dr. Wily 
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We received more mail on this in¬ 
credibly complicated game than 
on any other! Many of you who 
wrote found yourself stuck in a 
seemingly endless maze or dun¬ 
geon when you went to find the 
governor after having killed Lassie. 
We went straight to Sega for the 
answer to this one. Here are the 
tactics they suggest: 

After you’ve beaten Lassie you 
must return to the governor. Be 
sure to keep Mayu alive or have a 
transfer that allows you to return to 
Palma. 

As many frustrated players 
have discovered when you enter 
the mansion you’ll fall into a pit 
trap! Don’t panic! Keep following 
the corridors and eventually you’ll 
fall through two more pit traps. 
Head to the right and around two 
corners. Take three steps and face 
the wall on the left. And...a secret 
door will appear! Enter and follow 
this hallway to a magic door. This 
is a good time to heal yourself with 
burgers because when you go 
through the door you’ll face your 
last enemy! 

Hope this stops those of you 
who were ready to “throw it out the 
window!” 


Golvellius (Sega) 
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NINTENDO 

Super Mario Bros II 

The Warp Zones 

The first warp zone is at the beginning 
of World 1 -3 and warps to World 4-1. 
In order to enter the warp you must 
carry a potion to the vase on the right 
of the tower, throw it down, then enter 
sub-space. Enter sub-space and 
warp by going down the vase. 

The second warp zone is at the 
beginning of World 3-1 and warps to 
World 5-1. To find this warp, you fall 
down the second waterfall on World 

3- 1. You must land on a narrow hill in 
the middle of the waterfall, then go in 
a door in the hill. Inside, there is a 
long row of grass that can be pulled 
up. The 11th one from the left, or the 
sixth one from the right, are potions. 
You can either use a potion to get a 
lot of coins, or carry it further to the 
right to a vase, and use it as a warp. 
To the right of the vase is a door that 
you can use to return to the top of the 
waterfall again. 

The third warp zone is on World 

4- 2 and warps to World 6-1. The warp 
zone is in the section with all of the 
whales. You have to carry a potion to 
the vase toward the end of the Sec¬ 
tion. Since there is only one vase on 
World 4, it is pretty easy to spot. 

The fourth warp zone is located 
on World 5-3, just after you exit the 
Mask Room. If you intend to warp I 
suggest that you use Luigi. Although 
it is possible for the Princess and oth¬ 
ers to make it, it is highly improbable. 

If you have Luigi, after you come up 
the ladder from the Mask Room sim¬ 
ply jump up on the ledge above the 
ladder, pick up the potion, enter sub¬ 
space, and crouch while standing on 


the vase to enter it. You then begin on 
World 7-1. If you have any of the other 
characters you must get up on an Al¬ 
batross going the right direction and 
stay there (which is no easy trick!). 
Ride it across to the ledge and drop 
off. Then you do the same as indicat¬ 
ed for Luigi! 

Jesse McGatha. Tulsa, OK 

Spy Hunter 

To begin with all the weapons in Spy 
Hunter, push A, B. and SELECT 
simultaneously when the title screen 
appears. 

Victor Cheung, San Francisco, CA 


poles and hit the one on the left with 
the back of your ship. Instantaneously 
you will be warped to a super stage. If 
you live through this stage you will be 
sent to Stage 5. 

Chetan Trikha, Hicksville, NY 

Double Dragon 

At the beginning of the fourth level, do 
at least 30 jump kicks (either front or 
back) when you first enter. With two 
players each must jump 30 times. 

That means that if you run out of men 
you can push Buttons 1 or 2 to re¬ 
sume play. 

Jonathan Powell, Trenton. NJ 


Castlevanla II 

Simon’s Quest 

This code will allow you to start with all 
the weapons that you need to defeat 
Dracula. You’ll have the shield, the 
crystal, the flame and lot's more. The 
code is: DY31 LXDY W45X TGJX 

Thanh Nguyen, Marrero, LA 

SEGA 

Kenseiden 


PROTIP: With one player you have un¬ 
limited continuous play through the 
main boss. In the two-player mode 
you have unlimited continuous play 
until the two players light each 
other. 

Rocky 

I have discovered that on the game 
Rocky, there is no other way to defeat 
Drago except by getting “7" on the 
sandbag against Lang. 

Victor Flinojosa, Flouston, TX 


To obtain the round select mode do 
the following—before turning the 
power on, press HOLD and Buttons 1 
and 2 down simultaneously. Continue 
to hold the buttons, turn the power on 
and wait until the title screen appears 
with the statue. Let go of both buttons 
and push the directional pad to the 
upper left. Continue to hold this 
and press Button 1 simultane¬ 
ously. Use the directional pad 
to select your round and press 
either button to start! 

James Pusateri, Scranton, PA 

R-Type 

In R-Type there is a hidden super¬ 
stage. To get to it you first go to 
Stage 4. Almost near the end of 
Stage 4 is a wall of cells on the 
upper side of the screen. In the wall 
of cells there are two poles sticking 
down from the top of the screen. Ma¬ 
neuver your ship between these two 


PROTIP: Also, on the training against 
Drago your best score should be 80 
or over. Drago's weakness is in the 
lifth round. Concentrate on Dutton 2. 
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Stand by, gamers! Capcom introduces two new 
thrilling games to its Nintendo series. And as always, 
the graphics are hot and the action intense. 

First, experience the ultimate character adventure 
game! As MegaMan, you must conquer and control the 
eight empires of the evil Dr. Wily. But beware of his 
sinister robots that rule each empire. Their special 
powers present a unique challenge at every level. 

Then, prepare for undercover action as the Strider. 

Your orders are to enter Russia and infiltrate the Red Army, returning enemy secrets 
to your superiors. But be extremely cautious. You know what the Russians do to spies! 

So get set for radical action in these exciting additions to the Nintendo Entertainment 
System. From Capcom, U.S.A. 


MegaMan 2 Screen Shot 


Strider Screen Shot 


CAPCOM* 


Capcom U.S.A , Inc. 3303 Scott Blvd Santa Clara, CA 95054 ( 408 ) 727-0400 Toll free: (800) 843-4632 In California: (800) 222-0928 
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Milon's Secret Castle 

Dear ASK THE PROS, 

Here is a game that has us baffled 
to death! In Milon’s Secret Castle 
we cannot get past the first three 
doors on the first level. One room 
is empty. One is a shop. And in the 
other two we can find the doors to 
get out again, but end up back in 
the same place. How can we con¬ 
tinue to the next level? Also, we’re 
having problems getting Milon to 
jump up high enough in some 
parts of the game. 

The Pantelis Family 
Manchester, NH 

Dear Pantelis Family, 

Milon’s Secret Castle is a difficult 
and complicated game! Here are 
some Protips to get to the second 
level. Go into the Distant Coin 
Room, the first door on the left. 
Gather all the money you can (16 
dollars are available in this room) 
and buy the shoes (you must have 
these to make the demon monster 
appear and they will solve your 
jumping problems!). To find the 
shoes you must enter the hidden 
shop located in the bottom right 


corner of this room. Go along the 
bottom until you come to three 
blocks. Shoot the two outside 
blocks, push the middle one 
aside, and shoot a bubble at the 
space to reveal the secret door 
to the shop. Don’t forget to collect 
extra money by gathering musical 
notes in the bonus round (bump 
your head against the bottom side 
of the blocks you walked 
under along the bottom. Get 
the music box when it ap¬ 
pears. Remember to hunt for the 
honeycomb in all rooms to in¬ 
crease your energy level. Also, the 
Hudson Bee gives you a protective 
shield. Grab two umbrellas for 
extra firepower you’ll need later. 

Leave the Distant Coin Room 
and go in to the next door to the 
right to purchase the medicine. 
Once you have the medicine and 
the shoes Homer, the first demon 
monster, appears when you go 
through the window between the 
second and third doors. Shoot him 
14 times in the head and he’ll van¬ 
ish, leaving you with the first crystal 
ball. This crystal ball allows you to 
continue your game if you die 
(push LEFT and START simultane¬ 
ously to continue). 

Before going through the new 
door to the second level, we sug¬ 
gest you go to the Stone Block 
Room (third door on the first level) 
first and collect money, and what¬ 
ever else you can find there. Don’t 
worry about purchasing the lamp; 
you can get it cheaper on the sec¬ 
ond level! After you leave the 
Stone Block Room go back to 
where you defeated Homer and 
head through the door at the back 
of the room. You ’ll find yourself on 
the second level! Well let you take 
it from there! 


Metal Gear 

Dear ASK THE PROS, 

In the game Metal Gear I am hav¬ 
ing trouble destroying the super 
computer with my time bombs. I 
just don’t know where to put them? 

Grace Yang 
Woodside, CA 

Dear Grace, 

When you spoke with Dr. Petrovich 
he asked you to rescue his daugh¬ 
ter. If you haven't rescued her yet 
you can’t blow up the computer. 
Here's what to do. Head back to 
the pitfall zone. Rescue Dr. Petro¬ 
vich’s daughter by freeing her from 
the room where she is held 
hostage. Then, return to the super 
computer and try setting your plas¬ 
tic explosives on and around it 
again. Ten to 20 explosives should 
do the job! 

SEGA 

Teddy Boy 

Dear ASK THE PROS, 

On Teddy Boy, for the Sega, I know 
there must be some way to contin¬ 
ue, but I don’t know how? 

Logan MacDonald 
Port Angeles, WA 

Dear Logan, 

You’re right! There is a way to 
CONTINUE in Teddy Boy. Here’s 
what you do: when the title screen 
comes up, move the directional 
pad UP, DOWN, LEFT, RIGHT. A 
new screen appears with a CON¬ 
TINUE option. Continue your game 
by selecting "yes"! Remember, 
you can only use this option if 
you have already played a game 
and died. 
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We thought you might also like 
to know that Teddy Boy has a 
LEVEL SELECT feature that lets 
you choose where youd like to 
start the game. To get to LEVEL 
SELECT move the directional pad 
UP, DOWN, LEFT, RIGHT when the 
title screen appears. When a new 
screen appears move the direc¬ 
tional pad UP once and DOWN 
nine times. Next press Button 1 on 
the control pad. The word 
"ROUND" appears at the bottom of 
the screen, followed by a number. 
Select rounds one through 50 by 
using LEFT and RIGHT on the di¬ 
rectional pad. When you get to the 
level you’d like to start on, press 
Button 1 and you’re ready to go. 

Wonder Boy 

Dear ASK THE PROS; 

I would like to know how to find the 
dragon in Wonder Boy in Monster 
Land. 

Britton Smith 
Herndon, VA 


you’re still on these stairs. At the 
top, go left. Just keep following the 
screen along to the left until you 
reach an elevator. Jump in the ele¬ 
vator and ride to the top where 
you’ll discover a blue snake. Kill 
the snake and head to the left. 

At the end of this passage 
you’ll find a Rohpah (green shoot¬ 
ing pot) on the top of a well en¬ 
trance. Go down the well. Go out 
the first exit you come to in the 
well. You’ll find another well to your 
right. Jump down it, exit and go to 
the bottom. Go off to the right of 
the screen. You’ll come to an area 
with Crabs. Some of the Crabs 
contain hearts. Keep heading to 
the right and drop down the well at 
the end. Go all the way to the bot¬ 
tom of the well, and then head off 
to the left. At the far left you’ll dis¬ 
cover a Red Knight and a red 
Snake at the end of the hallway. 

The Dragon’s lair is just on the next 
screen. To enter knock on the red 
door. Remember, you’ll have to kill 
him by aiming at his head! 


position, and let him come after 
you. 

When he gets close enough, 
kick him. Let him back away and 
do the same thing again. After 
three kicks you’ll be free of this 
whirling dervish. Next, he’s a jump¬ 
ing Ninja. When he jumps and 
lands he leaves behind a white 
shadow of himself who also at¬ 
tacks you. The only way out of this 
mess is to jump every time he 
jumps and shoot him in the air 
each time. As long as you hit him 
in the air he can’t leave a shadow 
when he lands. Once again, three 
hits and he’s gone. Last, but not 
least, he becomes the Masked 
Ninja and attacks you. Make sure 
your energy meter is high because 
you’re going to have to let him run 
past you once. After he’s past, turn 
and start shooting him as fast as 
you can while he is far enough 
away so as not to be able to attack 
you. Keep shooting and you'll be 
rid of this nasty menace once and 
for all! 


Dear Britton, 

Finding the dragon is pretty tricky! 
Here’s what you need to do: When 
you get to round 12 head to the 
right and drop down the first well. 
You’ll come to a fork in the well. 
Head to the right. When you land 
on the ground, go left, but look out 
for Fireballs. Drop down the first 
well you come to. Take the first exit 
on your right. This exit brings you 
to yet another well. Jump right in! 
Take the first exit on the right. You’ll 
find yourself in a room with blue 
Goblins. Go along the hallway until 
you come to moving bricks. Jump 
up onto the moving bricks, and 
you'll be carried up five levels. 

Don't take any of the exits while 


Dear ASK THE PROS, 

I would like to know how to 
beat the Masked Ninja in 
Shinobi. 

Leroy Lang 
Grand Prairie, TX 

Dear Leroy, 

The Masked Ninja may seem 
invincible but he’s not! He changes 
form four times and you’ve got to 
beat him each time before you fi¬ 
nally do him in. He comes at you 
first as a glowing Ninja. Shoot him 
three times and he’s done for. Next 
he’ll change into a whirling lethal 
tornado. Get down into a crouch 
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By the Pro, A.J.F. 

In the beginning there was 
Gradius, a duel to the death with 
the evil Bacterians. Then came 
Life Force, bringing the galaxy to 
the edge of doom once more. 

Now, make way for Gradius II, 
the third in a series of fast action 
Konami space shoot-em-up 
games! Gradius II is currently one 
of the top twenty NES titles in 
Japan. We’ve chosen it as this is¬ 
sue's Overseas ProSpect because 
of its spectacular graphics, sound 
effects and non-stop action. 

In Gradius II, Zelos and sever¬ 
al of the enemy bosses of Life 
Force return with an army led by a 
more powerful and uglier planet¬ 
eating enemy boss. This new 
enemy poses a disastrous threat 
to the Gradian Galaxy. 



The powerful Vic Viper. 

You control the most powerful 
Vic Viper starfighter ever built! 


Once you press START, a power 
meter selection screen appears, 
allowing you to choose one of the 
four power-up meters, with six 
power-up weapons in each. 

Some of the new weapons you 
have to select from are Spread 
Bombs, Tailguns, Photon Torpe¬ 
does, and two-way Fire. You have 
up to four options at the same 
time, with even a fifth power-up to 
make your weapons rotate around 
your ship, giving you unequaled 
firepower for a limited time. Once 
you select the power-up meter of 
your choice, your adventure be¬ 
gins. Just as in Gradius and Life 
Force, you power up yourweapons 
by collecting power capsules left 
after the destruction of enemy 
fighters. 



Adventure Through 
Seven Enormous Stages 

Supernova Stage 

In this first stage of your jour¬ 
ney you confront two squadrons of 
enemy fighters. Defeat them and 
move into a blazing inferno filled 
with fire spheres and giant flaming 
suns. Giant fiery serpents move in 
to attack you. These sinister ser¬ 
pents are only stopped by concen¬ 
trating your fire power at their 
heads. Watch for mechanical 
satellites launching enemy fighters. 


Small fiery phoenix squadrons 
next swarm out to attack. Destroy 
the small phoenix and fire spheres 
by shooting them. Dodge the 
gigantic solar flares. 



The Fiery Phoenix Bird. 


At the end of this level you face 
the huge Fiery Phoenix Bird. This 
flaming nemesis emits fire-balls 
and laser beams from his mouth. 
Blast him in the mouth to beat him. 

Giga's Hideout Stage 

Begin by facing another small 
enemy squadron. Journey through 
an awesome metallic green maze. 
Midway, beware of the death 
hands that reach out to grab from 
ceilings and floors. Keep blast¬ 
ing them and they’ll retreat into 
the wall. 

Near the end of this level you 
encounter purple scorpions who 
creep out of pods on the ceilings 
and walls. Enemy gun installations 
also appear. 

You must battle two enemy 
bosses at the end of this level. The 
first is guarded by two giant, inde¬ 
structible death hands. Avoid the 
hands, and kill him by shooting 
him right in the eye! The second 
enemy boss is Giga, a large yellow 
skeleton head that tries to elimi¬ 
nate you with a giant laser beam. 
Avoid his head as he tries to lunge 

Continued on Page 68. 
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at you and dodge those deadly 
laser shots. Giga’s weakness is the 
lower part of his jaw. 



Avoid Biga's deadly laser blast. 


Inverted Space Volcano Stage 

Another enemy squadron tries 
to gun you down. Don’t crash into 
the volcanic islands hanging in 
mid-air—watch out for the hot 
molten lava exploding from each 



stop you. 


volcano. Next, blast your way 
through a spectacularly beautiful 
asteroid storm of blue and purple 
ice crystals. Look out for enemy 
cannons implanted in the blue 
crystal walls. Shoot a cluster of 
crystals and you’ll discover they 
break apart into many pieces, 
each as dangerous as the next. 

At the end, fight a giant blue 
crystal enemy boss. Two huge 
arms protect its center core (eye). 
Destroy these arms to defeat it. 



Fly through a storm of purple and blue ice 
crystals. 


Moai Stage 

The Moai, huge stone heads 
that look like the ones found on 
Easter Island, are armed with 
deadly ion guns planted in their 
mouths. Stop their attack by firing 
at their mouths rapidly until they 
are blown apart. 



The Moai stone heads. 


In this stage, as in the first 
stage of the game, you may scroll 
far beyond the borders of the T.V. 


screen. Scroll up, down and to the 
right, but watch out for the enemy 
installations! Next, face an unusual 
enemy boss. This jumping stone 
head tries to collide with and shoot 
you with its ion cannon. You’ll hear 
a thunderous boom each time he 
slams into the ground. Beat him 



only to face three green heads that 
spit smaller heads that spit bullets 
at you! Blast their mouths to stop 
their fire. 

Attack Stage ot the Big 
Enemy Bosses 

Here you face nothing but 
enemy bosses, five of them! And 
they all intend to wipe you out! 

First, avoid space mines, flying 
through time and space. Shoot 
them to make power capsules ap¬ 
pear. The first enemy boss on the 
horizon is the massive Xaerous 
Mother Ship. Fire at its central core 
while avoiding its deadly lasers. 

Next comes Golem, the Big 
Brain Boss. This huge pile of brain 
matter has death hands to grab 
you. Fire at the eyeball. 

Four giant propelling arms 
swing around your next challenge, 
the Intruder. Dodge Intruder until 
you can destroy its central core. 

Zelos, an old enemy boss from 
Life Force, appears next. Blast 
Zelos in the eye while you avoid 
the energy balls he tosses at you. 
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Zelos appears once again. 

Last, but not least, comes the 
Giant Armored Boss, with weird, 
spinning mechanical shields. This 
creature spits out small, indestruc¬ 
tible space slugs. Dodge these as 
you battle him or you won’t get any 
further. Shoot the blue central core 
to defeat him. 



The Biant Armored Boss. 


Mechanical City Stage 

After fighting off the enemy 
squadron at the beginning of this 
stage, flash through the trenches 
of this fortress and destroy can¬ 
non installations in walls and ceil¬ 
ings. Look out for space mines 
that try to adhere to the top of your 
ship. DON’T PANIC as the things 
speed up midway. You fly at top 
speed through a giant maze of 
tunnels. Be quick in deciding 
which path to take or you’ll meet 
instant death! 



Slip through space-age gates betore they 
smash you. 


Next ,the ceilings and lower 
walls begin to bombard you with 
debris that you must dodge or 
destroy. A giant blue battery barri¬ 
cade now appears. Blast more 
enemy cannons but watch out for 
projectile barricades that suddenly 
protrude without warning from 
floors and ceiling. PROCEED WITH 
CAUTION. 

Finally, you meet the Giant Me¬ 
chanical Spider. This mechanical 
arachnid has giant legs. You must 
escape by letting him walk over 
your ship without touching it. Get 
behind him and aim at his center 
to destroy him. 



The Biant Mechanical Spider. 


Main Enemy Boss Stage 

Fly through the large intestinal 
structure of this last creature in one 
of the most difficult levels you’ll 
ever experience. Blast your way 
through membrane walls as enemy 
antibodies and blue, red, and 


orange amoebas attack you. To¬ 
ward the end intestinal villus ex¬ 
plode from the walls to try and 
crush you. 



Watch out tor blue amoebas. 

The last boss, a squirming 
mass of tissue, is difficult to de¬ 
stroy. Watch out for the balls he 
spits. DODGE THEM OR DIE! 
Shoot him in the eye. He seems to 
try to talk to you. Destroy him and 
you have once again beaten Zelos 
and his horde of creatures. Head 
home victorious! 



The Final Boss. 


Gradius II is indeed a spectac¬ 
ular sequel to the Gradius story. 
The bad news is, don’t expect to 
see this game available in the 
United States anytime soon. To 
achieve such spectacular special 
effects in graphics and sound re¬ 
quires special chips, making its 
manufacture expensive. But you 
never know—maybe this game will 
arrive in a 16-bit version? Well, we 
can always dream... 
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top-selling American video game. 

“When we get a game here, we 
have to Americanize it,” Lloyd 
says, “we have to change 
it—tweak it. That can take up to 
two months.” 

Lloyd says there’s also pro¬ 
gramming involved when games 
are translated from Japanese for 
the American market. Why? “The 



DATA 


Each quarter we slip into a 
Data East arcade game brings it 
a step closer to our home 
video unit. 

That’s what brought BAD 
DUDES heroes Blade and Strik¬ 
er to the Nintendo Entertain¬ 
ment System—the action- 
packed street fighting game 
won national acclaim among 
hit arcade games and is well 
on its way to becoming a top- 
seller in the home video 
market. 

“First and foremost, we’re 
a coin-op arcade company. 

And we like to use the arcade 
as a test market for home video 
products,” says Data East’s Jim 
Whims. As the company’s general 
manager and executive vice presi¬ 
dent of its consumer division, 
Whims knows that when a game is 
an arcade winner, it’s easier to do a 
home video translation. 

Data East USA, Inc., founded 
in 1979, is a wholly-owned sub¬ 
sidiary of Tokyo’s Data East Corpo¬ 
ration. Robert Lloyd is president of 
the American subsidiary and says 
Japanese technology is vital to 
Data East USAs success. But just 
shipping a game from Japan to the 
States alone doesn’t make for a 



Robert Lloyd slam dunks Jim Whims! 

Japanese may have something 
as simple as a real strong action 
game, except it has purple tanks,” 
Lloyd explains. “Who wants to 
destroy purple tanks? Not our 
gamers!” 

But there’s one thing about a 
hit video game that transcends 
nationalities. It’s a trait that’s hard 
to put a finger on. Data East 
officials call it “that magical mys¬ 
tical quality.” 

The strategy seems to have 
worked wonders. Data East’s prod¬ 


uct list is a testimony of success. 
The company’s consumer division 
received Software Publisher Plat¬ 
inum Awards for KARNOV, 

KARATE CHAMP and RING KING 
in recognition of sales in excess of 
250,000 copies each. So far, Data 
East has received 22 awards for 
software sales records. 

Also in the consumer category, 
Data East is scoring big among 
avid gamers with hits like 

PLATOON and IKARI WAR¬ 
RIORS, as well as COBRA 
COMMAND. The company 
now offers 12 software titles 
and supports every major 
software format, including 
Amiga, Atari ST, Apple II, 
Commodore 64/128, IBM PC, 
Macintosh, and Tandy. Data 
East also boasts nine hit NES ti¬ 
tles and has plans to release 
more in the very near future. 

Located in San Jose, Cali¬ 
fornia, Data East has 120 em¬ 
ployees in four divisions: Coin¬ 
op, Consumer, Operating and a 
Pinball subsidiary. 

What’s on the horizon for this 
video game giant? Lloyd says he’s 
not quite ready to announce Data 
East’s new Nintendo themes, but 
the ink is still drying on several 
contracts guaranteed to please 
home video game fans. The com¬ 
pany plans to expand into games 
that go beyond the action-adven¬ 
ture category, in an effort to reach 
a broader audience. 

“Action games will continue to 
be a primary thrust of the compa¬ 
ny,” Lloyd says. “However, we feel 
that Nintendo’s demographics are 
changing. And because there’s 
roughly two-thirds of the home soft¬ 
ware market we’re not addressing, 
we do want to expand into some of 
these other categories.” 


70 GAMEPRO Magazine 


PHOTOS: WEINBERG & CLARK 





Since the object of the coin-op 
business is to get a quarter in the 
machine every two minutes or so, 
it’s no wonder Data East has fo¬ 
cused its development efforts on 
action-adventure games. Lloyd 
hopes games like BURGER TIME 
—which stray from the “kill, maim 
and hurt" theme—will 
appeal to a larger 
group of video game 
players. But there’s a 
catch. With so many 
hot titles on the market 
or waiting for release, 

Data East is one video 
game leader with too 
many games and not 
enough computer chips! 

As frustrating as it may 
seem, it’s not a bad 
position to be in. 

“It gets to be diffi¬ 
cult in terms of num¬ 
bers of games,” Lloyd 
says. “We have about 
six games ready to 
release—but whether 
we release them is 
hard to say. It’s a 
matter of having 
enough chips to in¬ 
troduce games into 
the marketplace.” 

With technology 
changing the home 
video market so 
rapidly, Data East knows it can’t 
rely solely on arcade conversions. 
But while other video experts sing 
the virtues of the PC-Engine and 
the much-awaited 16-bit machine, 
Data East officials say the new 
technology is not yet a threat to the 
existing cartridge systems; Ninten¬ 
do, Atari and Sega. 

“Until Nintendo launches its 
own 16-bit machine, I don’t expect 
that these things will have a major 
impact at all,” says Whims. 


several titles that could be convert¬ 
ed to PC-Engine games in a very 
short period of time. The Japanese 
parent company is now working 
on a system of making existing 
games ready for the PC 
Engine. 

But it’ll take more than im¬ 
proved technology to 
change the home video 
game market. Data East 
is ready to be a leader in 
catering to older play¬ 
ers, and those who like 
something besides 
action-adventure 
games. Even games 
based on movies, 
such as ROBO- 
COP, make for an ex¬ 
citing change of pace. 

Many of the newer game 
categories are 
risky, like movie 
conversion. 

“It’s really a touchy- 
feely business,” 
Lloyd says. “Every¬ 
body starts out try¬ 
ing to make Gone 
With the Wind and 
ends up making 
Heaven’s Gate in¬ 
stead. There have 
been a zillion clones 
of Super Mario Broth¬ 
ers, but many have not 
been as popular be¬ 
cause they missed that magical, 
mystical part of game play.” 

There’s even more good news 
for gamers from Data East. Al¬ 
though the company continues to 
release high quality games, offi¬ 
cials say cartridge prices are un¬ 
likely to rise. So until 16-bit ma¬ 
chines come to the market, don’t 
expect the $50 cartridge price 
barrier to be broken! 


Top: Mark Beaumont checks out some Data 
East arcade action. Bottom: Testing some hot 
new Data East titles. 

The software is the key to the 
hardware.” 

Don’t worry gamers. Data East 
isn’t about to sit still while stereo 
sound, better graphics and more 
complicated story lines forever 
change the way we play video 
games. In fact, the company has 


Lloyd adds: “It’s sort of getting 
the horse before the cart. As a de¬ 
veloper, you’ve got to put your re¬ 
sources behind the area where 
you’ll get the most return. 
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Stock up on this great stuff before 
someone beats you to it! 

10A. The Super Poster. Show you mean business 

with this huge (18”x 23") wall poster. $4.95 


L "'"^ 11A. Short Sleeve T-Shirt. 

Show you’re a cut above the rest with this cool 
100% cotton shirt. White only. Specify S/M/L/XL. $9.95 
11B. Long Sleeve T-Shirt. Get the shirt all the best players 
will be wearing. 100% cotton. White only. Specify 
S/M/L/XL. $11.95 

12A. Cool Cup. Keep your drinks as cool as your game 
moves. Holds can or drink insert (included). 

Black or red. $4.95 

12B. Baseball Cap. Be a part of our dynamic team with this 
classic cap. Adjustable. White only. $8.95 
13A. Beach Towel. Make a statement wherever you go with 
this 100% cotton towel. 30” x 60”. $19.95 




Now you’re ready for us. 


Think you’ve seen every screen and decoded 
every hidden strategy? You haven’t. There’s 
still a great big world of exciting video games 
out there, and you’ll find most of them on the 
shelf at your neighborhood Toys “R” Us. 


Like you, we take our video games seriously. 
So when you’re ready for your next adventure, 
set your sights on the world’s biggest toy store, 
and choose from the world’s biggest selection 
of hot, new video titles. 



THE WORLD S BIGGEST TOY STORE! 


Over 350 Toys “R” Us stores coast to coast, check your local directory for the store nearest you! 

We accept VISA, MASTERCARD, OPTIMA, AMERICAN EXPRESS and DISCOVER cards. Prices effective U.S.A. only. 
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BECOME THE 
SUPER DODGE BALL 
WORLD CUP CHAMP! 


CSG Imagesoft has an¬ 
nounced that they’re hold¬ 
ing a giant Super Dodge 
Ball World Cup Champion¬ 
ship through the summer 
and fall of 1989! The contest 
pits you against other Super 
Dodge Ball fans in five re¬ 
gional contests, and then the 
Grand Championship! 

The five regional contests 
are being held in Los Ange¬ 
les (July 15-16 and 29-30), 
Chicago (August 5-6), New 
York (September 9-10 and 
16-17), Boston (September 
23-24) and Seattle (October 
14-15). Each regional con- 
testwillhavethreeagegroups 
(6-8, 9-11, and 12-15). Con¬ 
testants will play against the 
computer and the four fast¬ 
est times from each age 
group will advance to the 
quarter finals. 

The quarter finals will pit 
players against each other 


in one-on-one competition in 
the Versus mode. Winners 
will advance to the semi-fi¬ 
nals, where they will face off 
against one another for a 
chance at the title of “Super 
Dodge Ball Champion” of 
their region and a trip to Se¬ 
attle, Washington for the 
“Super Dodge Ball World 
Cup,” October 27-28. 

The contest is co-spon- 
soredby CSG Imagesoftand 
Sony. Winners will receive 
an assortment of exciting 
Sony products as prizes. 

Keep an eye out for how 
you can apply to enter this 
excitingcontestinyourarea. 
Call CSG Imagesoft (213-858- 
3777) for more information 
on how to register in your 
area! Don’t wait too long... 
registration is limited to the 
first 100 applicants per age 
group in each region. ■ 


ENTER THE 
“PLAY THE WINNER” 
SWEEPSTAKES 


Jaleco USA, maker of such 
hottitlesasHoopsandGoal!, 
ishavingaspecial “Play With 
the Winner” sweepstakes.The 
contest runs from May 1, 
1989 through July 15,1989, 
with the lucky winners re¬ 
ceiving over $10,000 worth 
of Panasonic home enter¬ 
tainment products. 

Toenterthecontestwrite 
to Jaleco directly (5617 W. 
Howard St., Niles, IL60648) 
for an entry form, or head to 
thenearestmajorvideogame 
retailer and ask for a Jaleco 
brochure. Fill out the con¬ 
test entry form, pop it in the 
mail, and you’re in line to 
win some of the hottestprizes 
you’ve seen in a long time. 


Each of the two Grand 
Prize winners will receive a 
Panasonic 40" Diagonal Ste¬ 
reo ProjectionT.V.The First 
Prize winnergetsaPanasonic 
VHS Camcorder/HQ. Five 
lucky 2nd Place winners take 
home Panasonic Hi Fi Ste¬ 
reo ComponentSystems.The 
ten 3rd Prize winners col- 
lectPansonic Programmable 
Compact Disc Players. 

Whenyougrabyourjaleco 
brochure you get more than 
just a chance to win some of 
these great prizes. You also 
get to read about Jaleco’s 
newestgame titles, and some 
great tips and tactics for 
your favorite Jaleco games. 
Sounds like too good of an 
offer to pass up! ■ 


CAPTAIN COMMANDO OFFERS 
YOU A SPECIAL BONUS! 


Look for a big surprise 
the next time you open the 
box of a new Capcom 
game. Captain Com¬ 
mando, hero of Capcom 
fame, is offering an up to 


$ 10 money back refund on 
new Capcom home video 
and computer games. 

Here’s how it works: If 
you buy two games you 
get $2.50 back. If you buy 
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That’s Fit to View. ” 



Brandishing his weapon of choice, Golgo 13, AKA u Duke Togo,” secret 
agent for hire, embarks on yet another exciting action adventure 
escapade in the soon-to-be-released Golgo 13 Comics. 


GOLGO 13 COMIC BOOKS! 


Coming in July, Golgo 
13 arrives in comic book 
form! Based on a popular 
Japanese series, Golgo 13 
Graphic Novel Series, this 
hot new comic is expected 
to infiltrate and captivate 
video game fans. Golgo 13 
Comics features the con¬ 
tinuing adventures of 
“Duke Togo,” secret 


agent, and his company of 
spy-biz aliens and enemies. 
In addition, the comic is 
jammed-packed with all 
kinds of hot, confidential 
and top-secret tips and tac¬ 
tics for serious Golgo 13 
video game players. Watch 
for this exciting new comic 
at your local retailer! ■ 


four games you get $5.00 
back. And, if you buy six 
games you get $10.00 
back! To get your refund 
mail in the special certifi¬ 
cate found in your game 
box, along with proof of 
purchase seals, and your 
receipts. You’ve got until 
December 31,1990 to take 
advantage of this great of¬ 
fer! 


You’ll find your mail-in 
certificate in Mickey 
Mousecapade and all 
Capcom games for the Nin¬ 
tendo introduced in 1989. 
The offer is good on 
Capcom’s new computer 
games as well! This is one 
offer you can’t afford not to 
take advantage of! ■ 
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NEED HELP? CHECKOUTTHESE 
GAME COUNSELOR NUMBERS 


Here’s where to call to get 

Koei 

the answers you need to 

Nintendo Game Line 

solve the problems you’re 

Konami 

having with your favorite 

(312) 350-1268 

game: 

UN 

Acclaim 

1-800-628-3579 

(516) 624-9300 

Milton Bradley 

Activision 

(413) 525-3545 

(415) 329-7699 

Mindscape 

American Sammy 

(312) 480-8715 

(213) 320-7167 

Nintendo Game 

Randai 

Counselor Line 

(213) 926-0947 

(206) 885-7529 

Broderbund 

Romstar 

(415) 492-3500 

(213) 539-2744 

Capcom 

SNK 

(408) 727-1665 

1-800-PLAY SNK 

CSG Imagesoft 

Sega 

(213) 858-3777 

1-800-872-7342 

Culture Brain 

Seika 

(206) 882-2339 

Nintendo Game Line 

Data East 

Sunsoft 

(408) 286-7074 

(312) 350-8800 

FCI 

Taito 

(312) 968-0425 

1-800-663-8067 

Gametek 

Taxan 

Nintendo Game Line 

(408) 946-9500 

HAL America 

Tecmo 

Nintendo Game Line 

(213) 329-5800 

Hi Tech 

Tengen 

(212) 941-9703 

(408) 433-3999 

Hudson Soft 

Tradewest 

(415) 495-4463 

(214) 874-2683 

Jaleco 

Ultra 

(312) 647-7077 

(312) 350-1263 

Vic Tokai 

(213) 320-1199 
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Winners of"THE VILLAINS" 


Left: Johnny Tobias, El Paso, TX; Right: Chad Smith, Benson, NC 



3rd Place 

Top: Clarence P. Browne, Jr., Philadelphia, PA 
Middle: Sierra Callahan, Winchester, MA 
Bottom: John Vasquez, San Jose, CA 


2nd Place 

Jacinto G. Ponco, Fremont, CA 
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1st Place 


3rtl Place 


Scott Hanson, Indianapolis, IN 


Top: Xavier Guzman, El Paso, TX 
Middle: Angy Angrand, Miami, FL 
Bottom: Jimmy Thomas, Rancho Cordova, CA 


Each issue, the editors of GAMEPRO an¬ 
nounce a theme for you aspiring player- 
artists to make an original drawing and 
enter in our contest series. Examples of 
themes are favorite villain, most awesome 
weapon, favorite hero, and so on. Entries 
should be in color—you can use anything 
you desire to make your drawing. The 
Nov/Dec issue will feature the winning art! 

Next Issue’s ProArtist Contest: 

" THEHEROES" 


All entries must be postmarked by August 
30, 1989. Don’t forget to include your 
name, address and age so we can judge 
the entries fairly! Send your artwork to: 

GAMEPRO Magazine 

ProArtist Series 

P.O. Box 3329 
Redwood City, CA 94064 

Enter Today! 


1st Prize 

$100 and your drawing in GAMEPRO 

2nd Prize 

$50 and your drawing in GAMEPRO 

3rd Prize (8 given) 

A GAMEPRO Super Poster and your 
drawing in GAMEPRO 

One entry per person. Artwork will not be returned and 
becomes the property of GAMEPRO Magazine. 
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Challenge the PnoScones! 

When you have achieved your best score on any 
Nintendo, Sega, or Atari (7800 or XE) game, you 
may submit your score by sending us a photo of 
the screen. If you have the highest score, your 
name will appear in our next issue! Also, each 
issue a drawing will be held of all high scorers, 
and one in each area (Nintendo, Sega, and Atari) 
will win a free 6AMEPR0 Supershirt! 

For best photo results, turn out the lights in the 
room, use a 35mm camera and no flash, and 
stand at least 3 to 4 feet from the screen. You 
can also use a video recorder/camcorder and 
submit your score on video tape. (High scores 


submitted on photos and tape cannot be 
returned.) 

In order to be fair to all players, please abide by 
the following rules: 

1) Players must play the game continuously...for 
example, finding a safe corner, setting your 
joystick on autofire to rack up points, and going 
on vacation is a no-no. Scores achieved through 
these kinds of tricks, or scores which are im¬ 
possible to achieve in normal play, will be dis¬ 
qualified. 

2) Secret power-ups are allowed. 


3) Slow motion is discouraged, but will be 
allowed on certain games when our panel of 
judges feels slo-mo is necessary. 

Please mail in your proof of a super score, 
and print on a piece of paper your name, 
address, phone number, name of game, 
name of game system, score achieved, and 
mail to: 

GAMEPRO Magazine 

PnoScones 

P.O. Box 3329 

Redwood City, California 94064 


NINTENDO 

Game 

Player 

Score 

Arkanoid 

Mike Pirring 

669.070 

Bionic Commando 

Frank Maruca 

Finished 

Bubble Bobble 

Jim Hernandez 

1,480,410 

Castlevania 

Challenge Score 

850,000 

Castlevania II 

Frank Maruca 

Finished 

Contra 

Jim Hernandez 

6.553.500 

Donkey Kong Jr. 

Challenge Score 

75,000 

Donkey Kong 3 

Buzz Morgan 

744,000 

Double Dragon 

Jim Hernandez 

128,870 

Gauntlet 

Glen Gilmore 

2,135 

Goonies II 

Jamie Bunker 

Finished 

Gradius 

Elery Tan 

1,135,400 

Gyruss 

Challenge Score 

3,000.000 

Iron Tank 

A.J.F. 

562,000 

Jackal 

Bryan Datu 

638,590 

Kid Niki 

Challenge Score 

500,000 

1943 

A.J.F. 

1,441,400 

Legendary Wings 

Mario Lima 

Finished 

Marble Madness 

Challenge Score 

55,000 

Mega Man 

Dusty Dimercurio 

Finished 

Metal Gear 

Ivan Tam 

Finished 

Mighty Bomb Jack 

Challenge Score 

750,000 

Robo Warrior 

Frank Maruca 

2,724,000 

Rush’n Attack 

Challenge Score 

1,000,000 

Section Z 

Challenge Score 

150,000 

Sky Kid 

ToddA.Barber 

367,500 

Star Force 

Challenge Score 

6,000,000 

Star Solder 

Challenge Score 

3,000,000 

Stinger 

A.J.F. 

2,656,300 

Super Dodge Ball 

Dan Kaslick 

Won World Cup 

Super Mario Bros. 2 

Simon Moffat 

Beat Wart 

Super Pitfall 

Jim Hernandez 

2,115,000 

The Legend of Kage 

Challenge Score 

450,000 

Track & Field 

AndrewTaylor 

608,620 

Trojan 

Challenge Score 

5,000,000 

World Runner 

Challenge Score 

500,000 


Zelda Challenge Score Finish w/50 games 

or less 

Zelda II Challenge Score Finish w/50 games 

or less 

Zanac Challenge Score 5,000,000 

SEGA 

Game Player Score 

Alex Kidd 

Mike Pirring Finished (Miracle World) 


Astro Warrior 

William Beam 

309,100 


Black Belt 

DanGmyr 

847,900 


Choplifter 

Challenge Score 

1,000,000 


Fantasy Zone 

A.J.F. 

9.999,999 


Golvellius 

Jim Hernandez 

Finished 


Hang On 

John Phillips 

969,690 


Kung Fu Kid 

Andy Hayes 

119,300 


Maze Hunter 

J.K.CR42 

195,800 


Out Run 

Ovidu Marina 

38,693,460 


Phantasy Star 

Challenge Score 

End It 


Power Strike 

A.J.F. 

4,476,980 


Rambo III 

Challenge Score 

20,000 


R-Type 

Challenge Score 

950,000 


Safari Hunt 

Shawn Pottorf 

1,009,800 


Shinobi 

Huan Vi 

657,500 


Space Harrier 

Jim Hernandez 

33,924,610 


Thunderblade 

Stuart Brown 

1,420,000 


ATARI 

Game 

Player 

Score 

Setting 

Asteroids 

A.J.F. 

71,000 

INT 

Desert Falcon 

Challenge Score 

100,000 

STD 

Food Fight 

Buzz Morgan 

2,213,800 

INT 

Galaga 

Kyle Snyder 

227,810 

ADV 

Joust 

Bob Potter 

121,550 

INT 

PACMAN 

A.J.F. 

142,640 

Banana 

Xevious 

Buzz Morgan 

811,910 

INT 



By Excaliber Can you unscramble these wordsl 


1. AJNNI OTAR 

2. FELI ECRFO 

3. WRSELTE AN I AM 

4. BESSADADOLE 

5. EDSI TEKOCP 

6. BROO RROIRAW 

7. ELUBOD RDGANO 

8. TBOOPMCA 

9. MDOEREF ECFCO 

10. YSPRNTUEH 


11. NGU KEMOS 

12. BBULBE BBBOEL 

13. YSKKRHSA 

14. NOITPEORA FOLW 

15. RAI SESRTFRO 

16. KLBCA RTGIE 

17. RTSCEEHDLFEI 

18. ARBOC MOMCNAD 

19. RDSCHOA 

20. PCA-NMA 
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Answers will appear in the 
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Get the ATARI Advantage! 

The Atari Advantage is great value and great games! With the Atari 
7800, you can play the latest and greatest games—from fantastic 
original titles to arcade hits to best sellers from the computer world. 
And the 7800 system plays all Atari 2600 games. 

The Atari 2600 offers you fast-paced action, sensational sound, 
great graphics, and a huge selection of video games—all at an 


Great Value . . • Great Games! 

incredibly low price. 

And the Atari XE is the ultimate game system and the ideal first 
computer in a single sleek console. It’s two systems in one for twice 
the fun. 

The Atari 7800, 2600, and XE—Great Value and Great Games. Get 
the Atari Advantage today. 









































MINES 

Set them in key locations. 
Up to three per screen. 


FLASHLIGHT 

Illuminates under¬ 
ground passages. 


INGRAM jujl 
MAC-II 

Semi-automatic 
submachine gun. 
Silencer optional. 


BOMB BLAST SUIT 

Shields you from 
explosions. 


BARETTA M92F 

Single-action hand 
gun. Silencer optional. 


ROCKET LAUNCHER 

Destroy enemy equipment 
from a safe distance. 


BODY ARMOR 

Will reduce 
damage by 50%. 


REMOTE CONTROL MISSILE 

Guide it with your control pad. 


ANTIDOTE 

Neutralizes poisons. 


GASMASK 

Only means of 
survival in 
gassed out areas. 


COMPASS 

Helps you 

y navigate through 

' uncharted 

ANTENNA deserts. 

Allows you to use 
transceiver despite enemy 
jamming devices. 


TRANSCEIVER 

This is your most valuable piece 
of equipment With it, you'll receive 
vital information from head¬ 
quarters telling you where to 
find essential weapons and 
supplies. 


INFRARED 

GOGGLES 

Used to detect infrared alarm 
sensors. 


OXYGEN TANK 

Keeps you breathing 
underwater. 


MINE DETECTOR 

Discovers location 
of enemy mines. 


BINOCULARS 

Allow you to see 
one screen ahead 
without risking 
your life. 


GRENADE V - 

LAUNCHER - 

Launch deadly grenades 
into strategic locations. 


IRON GLOVE 

Allows you to locate 
hidden doors with a 
single punch. 


PLASTIC ^ 
EXPLOSIVES 

For perfectly timed 
explosions. 


Your Nintendo Entertainment System ® has never seen a 
weapon as destructive as METAL GEAR. To help you destroy it, 
ULTRAGAMES has supplied the equipment To get through 
the METAL GEAR maze , you'll have to supply the wits. 




ULTRAGAMES™ is a trademark ot Ultra Software Corporation. METAL GEAR™ is a trademark ol Konami Industries Co. Ltd. Nintendo* and Nintendo Entertainment System* are registered trademarks ol Nintendo of America Inc 
ULTRAGAMES 240 Gerry Sl.Woodale.IL 60191 (312) 595-2874 
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